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Um... you didn’t steal 
this issue, did you? 


ecause, y’know, some folks would 
have us believe that playing games 
like Grand Theft Auto turns nice, 
church-going boys into blood- 
thirsty criminals. Yeah, right. 
While some people will just never “get it”, 
millions of you did, making Grand Theft Auto 
lil last year’s biggest-selling game. It became 
an instant pop culture phenomenon, making 
headlines with its controversial content. 


MEET 


the 


TEAM 


Sa) STEPHEN FROST 





Beyond all of the hype though, the real 
reason for GTAIII’s success is simple: it’s a fun, 
brilliantly designed game. And after cruising 
through GTA: Vice City, we're happy to report 
that the thrill hasn’t worn off one bit. 

Our massive story starts on page 88, and 
we couldn’t be more excited to give you this 
exclusive look at what’s sure to be the year’s 
biggest game. Hey, even good boys need to 
be bad, sometimes! CHRIS SLATE 


SENIOR EDITOR 


DISLIKES: Bad voice-acting 
HOBBIES: Movies, Paintball 


Brushes with The Law? 
I’ve been pulled over for 
wreckless driving... but 
that was only by campus 
security. | was on my bike. 


RANDY NELSON 
REVIEWS EDITOR 


LIKES: Classic games 
> HOBBIES: Toy collecting 


Brushes with The Law? 
I’ve never been arrested, 
but I have heard a song by 
Arrested Development. | 
Does that count? | 


’ HE . 
DIDN'T JUST ¥ 
RUN OVER 


WHO IS THAT 
LADY THAT HE 


ea JUST PICKED 7 


Editor-In-Chief 


Games that make you 
think creatively 
Comics, hoops, J-Pop, 
movies, anime, DVDs, drawing 


cn 















Hmm... Well, | have gotten a 
few traffic tickets. Oh, and | 
once thought about visiting 
Alcatraz, but then | didn’t... 
Man, I lead a safe, boring life. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


wie LIKES: Giant robots 
™ ") HOBBIES: Potato sculpture 


_| Brushes with The Law? 
I don’t want to talk much 
about it, but did you know 
that a park ranger can bust 
_4 you anywhere in the state? 













BILL DONOHUE i) DAN FITZPATRICK =) GARY LIEW 
MANAGING EDITOR | ART DIRECTOR ASSOCIATE ART DIRECTOR 
LIKES: polish-pope.com " LIKES: Pre-work Golf woe LIKES: Having legs 
my oo 1 HOBBIES: Selling CDs! + HOBBIES: Demolition 1 HOBBIES: Standing around 
Brushes with The Law? Brushes with The Law? “, ~) Brushes with The Law? 
Ever wonder what a crack team No, no brushes, but I have * In high school, my girl- The followers of Bingaloo 


of videogame journalists looks 
like? ...Aw, c’mon folks, just 
work with us a little, here... | 


ON THE COVER 


have no brushes; we only 
use combs, for the waxed 
paper is free! 


been arrested and incarcer- friend and | were sternly 
ated several times... ” » lectured one night by a cop 
ig AA Who caught us “parking” 


usually at Raider games. 





be HOT. In it, you get to do stuff like—get this—steal cars and drive them around! 


Y*: may not have heard of Grand Theft Auto yet, but trust us, this game is going to 
And... what’s that? Well, yeah, we have been living under a rock... why do you ask? 
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Reach out and smoke someone. 


Vr cen MES Me om ceca om Ue mM cre T UC 
time zone. With the Network Adaptor (Ethernet/modem) (for PlayStation.2), just 
about anything is possible. Like downloading new rosters, stadiums and characters. 
Trash-talking opponents you’ve never met. Or, better yet, starting your very own 
Eck ay Cres Hel A Wert a LCC MOR Cet 1 ty 
are ever alike. The Network Adaptor for PlayStation 2 is here. Get your game online. 





WHAT YOU GET: 
* The Network Adaptor, which offers both dial-up and broadband connectivity 
¢ Start-Up Disc with playable demos of Madden NFL’ 2003 and Frequency” 


¢ Video demos of Tribes” Aerial Assault, ATV Offroad Fury” 2 and 
OCA Lace) tae 





SUSUR MOM clase amt ALL 
* All this for just $39.99 (SRP) 


WHAT YOU NEED TO CONNECT: 
* PlayStation 2 (duh) 
Se ECM (LUC | 





Same ee ere Ra cea rd Qui M Uriel Ma) 


* Dial-up or broadband Internet connection (in English: such as cable modem, DSL, a 
Pee ee MCC} a 


¢ Network Adaptor Start-Up Disc to create ISP settings (don’t worry, it’s easy) 





Ce 


¢ The Network Adaptor works with just about any ISP subscriber, including AOL, AT&T 
Worldnet, EarthLink, Prodigy/SBC and Sympatico. Check with your ISP for details. 





These are just a few of the games with online features available this year: 


Sia 
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ell yeah! Ready for your first look at the 
sequel to GTA/II? Snipe from copters and 
pop wheelies on choppers on pg. 90! 
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MGSe2: SUBSTANCE 
100-ft. soldiers? Snake in a tux? The extra 
features in this game are just nuts! 





RATCHET & CLANK 


These amazing new game screens are a 
platform gamer’s dream come true! 









SILENT HILL 3 Wee a | 
Yeah, this tall, fleshy monster is pretty 
gnarly looking, but you still haven’t seen... 


TONY HAWK 4 Be dee 
Tony’s back for his second run on the PS2, 
and this time he's breaking ail the rules. 







































































<< METAL GEAR 3 WILL 

ONTENTS EITHER BE A REMAKE OF 
THE FIRST MGS, OR... >> 
CUCM ck C AME OF THE MONTH 
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MUR world will do things... to you... 















Try 
putting 
points into | 
your breath fh 
next time, AM 
loser. 





I've 
got; like, 
maximum 
charista 

Ponts, 
baby... 
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gazine for the gaming elite—the hardcore gamers that support and drive 

NFL GAMEDAY 2003 30 ae rei LL this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 

NFS: HOT PURSUIT 2 26 RIDING SPIRITS 11 family” or waste space interviewing movie stars that have nothing to do with games. 
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M: NAVY SEALS te) ; first, and we would never, ever betray your trust. This is our promise to you, the hardcore 

Slane ef pes PURSUIT 2 A PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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Wa makers ot GeldenEye return to bring you the most exciting new shooter this side of Hala ° 
Game Now 


* Noe best-looking first-person shooter currently in development for the P52.” 
Gamespot.com 


"a true heir to GoldenEye...so polished it shines." 
XBOX Nation 


"A brilliant game” 
Nintendo Power 
"TimeSplitters 2 is going to be awesome- 
IGN.com 


‘Looks like one of the best FPS yet. We cant watt° 
PSM 


a 


ei 


SEPTEMBER 
Baan Oe 
WWW.TIMESPLITTERSGAME.COM 


RADICAL Gibpos 


rw Ye RA CT VE 





WHAT DO 








eady or not—and it mostly is— 
PS2 has gone online at long last. 
And while not quite what Sony 
was billing early on (broadband- 
only, music/movie downloads, 
episodic content, etc.) it’s a solid 
start with—and this is the key—some good 
online-ready games to back it up. But is it 
really worthy of all the build-up, and, most 
importantly, your time and money? 

The answer depends on what you're 
expecting. If you're after a real revolution 
in gameplay, well, it’s still in the making. 
But if the next level of multi-player com- 
petition (that is, beyond sitting on the 
carpet with some friends and a Multi-Tap) 
is what you're after, then the Network 
Adapter may be the best $40 you've ever 
spent on your gaming habit. 


The real key to PS2 online right now is 
competition—anytime you want to play 
against someone (or multiple someones), 
you can. And they can be anywhere in the 
country, and eventually, the world. 
Twisted Metal Black Online is a great 
example, and one that everyone can 
experience since it’s free when you buy 
the Network Adapter (you have to mail 
away for it, however). Playing the game 
against seven other people (three on dial- 
up) is not only a blast, but it also has a 
different “feel” to it than just playing 
against people in the same room (due 
largely to the fact that everyone has their 
own screen). SOCOM: U.S. Navy SEALS is 
another standout when it comes to com- 









Twisted Metal Black Online is a great taste of 
what to expect from online gaming—and it’s free! 


petitive play. It’s a solid enough single- 
player game, but when you connect to 
the Net and join up with seven buddies— 
to take on eight opponents—there’s no 
doubt that this is where action games are 
(and should be) heading. 

Outside of the games themselves, it 
must be noted that we found the lack of 
web browsing, e-mail, and chat puzzling 
(see boxout)—who doesn’t want this? 


Just like the PS2 launch itself, the 
Network Adapter is devoid of any one 
game that everyone just has to have, but 
at the same time, it does have a solid— 
although not especially varied—selection 
of games that will definitely find their 
niches. It’s great if you're a sports or 
action fan, but if you’re not, you're pretty 
much out of luck for the time being. 

If online gaming on PS2 is going to 
succeed, it will definitely need more must- 
have games—and they’re coming. The only 
problem is guessing when. Final Fantasy XI, 


Browsing the web, 
sending email (4%) < 
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www.psmonline.com what they Sg 
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online. From the looks of it, 
massively multiplayer games like 
EverQuest still need to create 
more buzz with console gamers. 


Head-to-head 
games (51%) 
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PUM ty 
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MORE MUST-HAVE GAMES >> 








WHAT, NO WEB BROWSER? 


Tee) Ae nS =] OSD Nooo 
ie Ele Maen sae oa 

parts of the Internet as we 
know it—but not on PS2. It would 
make sense for web, e-mail, and 
chat programs to be included on 
the network startup 
disc, but for some 
ir=FX0) YONA 
decided to leave 
them out (despite 
the fact that a $40 
add-on that lets 
people play online 
games and do 
rateyaarel mn lansis 
PM ome emacla relay 
sell plenty of 
Network Adapters). 

Two E3s ago, 

Sony showed a Netscape browser 
running on PS2, but it’s since been 
Classified M.I.A. When it made its 
Network Adapter pricing and 
release date announcement earlier 
this year, Sony said that third party 


Gran Turismo Online, and Resident Evil 
Online are the three games that stand 
the biggest chance of showing off what 
online play can really be. Unfortunately, 
games of this magnitude are still a ways 
off—FFX] is the only one we have any 
hard intel on, and it’s not due until at 
least next spring; it’s not even on 
Square EAs radar yet. There's also the 
matter of the PS2 hard disk add-on, 
which is required to play the game 

and has yet to appear any closer to 
release in the States. As it stands, 


Here they are: all of the online-compati- 
ble PS2 games scheduled for release 
during the rest of 2002—and some big 
ones to look forward to in 2003. 


TimeSplitters 2 
Eidos, First-Person Shooter, 
a(S 1K 


NBA 2K3 
Sega Sports, Sports, Two Players 


NBA Live 2003 
EA Sports, Sports, Two Players 


ee 
tt) | 4 


companies were welcome to 

Pray =yex=M UN) OOM LC Ie] 
other Internet programs for PS2. 
PSM contacted third-party periph- 
rc Miirel RAILS NMI NSS ITIL G 
creator Interact, and none have any 
plans at present. 
Interact will support 
Lim Pe) a 
movement with 
HaFelce\WV-lc=mm are OLe Lays 
various cables and its 
own broadband/ dial- 
up modems. 

So, how are 
budding Netheads 
supposed to get their 
surf on? The only 
possibility we can see 
is if Netscape (or 
another browser maker such as 
Opera Software) were to code their 
browser for PS2 and release it 
Celicsat Onegai 
any word on when—or if—they will. 
We'll keep you posted. 





FFX! will need to be re-tooled consider- 
ably to work without it. 

EverQuest Online Adventures is due 
in the spring, and while it’s certainly 
more ambitious than current offerings, 
it may not have the same broad 
appeal on PS2 that it does on PC. 


SONY’S LONG- 

TERM PLANS 

So, what’s next? Where's all that cool 
stuff like the hard disk drive and 
downloadable demos that Sony 


I ae (eae 


Sierra, First-Person Shooter, 
(oe EN 


ATV Offroad Fury 2 

Sony CEA, Racing, Four Players 
Auto Modellista 

Capcom, Racing, Eight Players 


IW IARC 8 

Sony CEA, Party Game, 

ev mel 

Tony Hawk's Pro Skater 4 
Activision, Sports, Eight Players 


www.psmonline.com / 


promised so long ago? The only 
update that can be provided is “it’s 
still coming” There’s no when or how, 
but if the time it’s taken to get to this 
point is any indication, don’t hold 
your breath. As it stands, we wouldn’t 
expect to hear anything solid along 
these lines until next E3, and 
certainly don’t expect to see them 
implemented before next fall. 


DIAL-UP VERSUS 
BROADBAND 
One more facet of PS2 online that’s 
worth looking at is the difference 
between playing via modem or a high- 
speed connection like DSL or cable. 
The Network Adapter supports both, 
but are there any real differences? 
Right now, the biggest differences 
you'll see are two-fold: 1) games like 
Twisted Metal Black Online will 
support fewer players (but still run as 
smooth) via the modem and 2) 
games like SOCOM can’t even be 
played online unless you've got 
broadband. The latter will hopefully 
be an exception to the norm. Overall, 
you're not going to miss much speed- 
wise playing over 56k, but broadband 
is definitely worth looking into for the 
future (and the rare game like SOCOM 
that requires it). 


THE BOTTOM LINE 

For most gamers, the Network 
Adapter isn’t an essential purchase 
right now—but as the months roll on, 
its appeal will certainly increase (as 
the number of compatible games do). 
It’s a nice extra now, but it probably 
won't be until 2003 that we truly see 
PS2 online enter its prime. 


EverQuest Online Adventures 
Sony Online Entertainment, RPG, 
Massively Multiplayer 


mene Ad 
Square, RPG, Massively Multiplayer 


Gran Turismo Online 
Sony CEA, Racing, Players TBA 


Resident Evil Online 
Capcom, Adventure, Players TBA 


Star Wars Galaxies 
LucasArts, RPG, Massively Multiplayer 
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EGR S435b0-0°K 
Square’s Next 
cot) RPG Revealed! 


sana AS. Take a break, Final Fantasy- 
2 Co ifs time for Unlimited SaGa 


It’s taken what seems like an eternity, but Square has finally 
announced a new RPG for PS2—and it’s not Final Fantasy. 

Instead, it's the latest chapter in the RPG giant’s SaGa series, 
titled Unlimited SaGa. 

The game is a sequel to SaGa Frontier1&2, both of which 
were released in the U.S. on PSone. Gameplay specifics 
haven't been announced yet, but it’s probably not too 
much of a leap to expect the multiple hero, multiple 
storyline system that was a hallmark of the earlier 
games to return. It also looks like Square has 


ie Ney BUSTS opted to take the hand-drawn sprite 
MOD CHIP SELLER approach when it comes to the 

fhe Ontario Court of Justice in ah} game's characters—which are 
every bit as vibrant as its water 


color-like world. ; ql 
Square ¢ean-t-confirm 


@lease plans, but it’s due 
tin Japan before year’s end. We 
wouldn’t be surprised to see it here 
before next summer—Square 
definitely needs something 











4 Laura is one of 
the three heroes 
we've seen so far. 


















Y Battle scenes 
reveal the vibrancy 
of the game’s world 
and its sprite-based 
characters. 










to fill its RPG void before 
the yet-unscheduled “= 
Final Fantasy XI 
comes out. 
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IMPORT WATCH 


More Final Fantasy For PSone 


In addition to Unlimited Saga, Square . nesta 
is also readying PSone remakes of the games look decidedly 
very first two Final Fantasy games 16-bit. But the rendered 
(originally seen on Nintendo’s NES and lohan satel 
Famicom) for release this winter in Os Sou : 
mae SAKURA a el = Japan. ee being on 32-bit eee wen 
pea) v8) oR hardware, however, the games will 

a’s super-popular Japanese dating feature decidedly SNES-style graphics 
coupled with copious amounts of CG 
cinematics—so they won’t look 
entirely retro. 

The games will be sold separately 
for ¥3800 (about $33) or in a special 
set containing both games and three 
action figures. Square hasn't 
announced plans to bring the remakes 
stateside, but we'll keep you updated. 
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VERSIAS MODE 


CLEARLY COOLER 


File this one under “just plain 
awesome”. Sony has released two 
limited edition PS2 systems in Japan 
that ditch the standard case in favor of 
translucent blue or see-through black. 
The machines retail for just slightly 
more than a basic PS2 (about $255) 
and come with matching vertical 
stands, DualShock 2 controllers, and a 





















ROUND ONE: Background 


Sly: A raccoon master thief Alice: A shock rocker who 
who wears a black mask wears lots of black mascara 





Sly: Thinks it’s okay to steal, as Alice: Thinks he’s the reincar- 
long as it’s from other thieves nation of a 17th century witch 


ROUND TWO: Moves 


Sly: Leaps, rolls into a ball, and Alice: Uses snakes and fake 





grabs stuff with his stick blood to make audiences sick black DVD remote. Production on 
these systems was limited to 250,000 
Sly: Skilled at locating and Alice: Albums are often hidden units per color, but you may still be 
unlocking hidden safes by kids of midwestern parents able to find one for yourself at larger 
import game shops or online. 
| Sly: Found all 120 pick-ups Alice: Guillotined his own head 


and unlocked the secret stage off on stage (not really...) 





$ly: Once accused of raiding Alice: Once accused of biting 
Farmer Bob's chicken coop the head off a chicken 


Be ee a at : 


THE HISTORY OF BEAVIS AND BUTT-HEAD AVAILABLE 
NOW FOR THE FIRST TIME EVER ON DVD AND VHS! ig 


MUSIC TELEVISION® 


~ WV Vv 
a THEHSTORY OF 


=" /'D LIKE THE NEW BEAVIS. < Bi bide 
> AND BUTT-HEAD COLLECTION = "= 
>  ONDVDANDVHS. <=  &- 


WHOA, DID YOU JUST 
SAY BEAVISP/! J 


Get your hands on 2 of the coolest 
episodes from your favorite Dillweeds! 


¢ Retrospective Montages 
¢ Beavis & Butt-head Promos 
¢ Thanksgiving Day 
Parade Special 
¢ VMA Appearance 


Beavis and Butt-head created by Mike Judge. MIKE JobGe 





www.paramount.com/homevideo 


Date, Availability and DVD special features subject to change without notice. © 2002 MTV Networks. All Rights Reserved. 
MTV: Music Television, Beavis and Butthead and all related titles, logos and characters are trademarks of MTV Networks, 
a division of Viacom International Inc. TM & Copyright © 2002 by Paramount Pictures. All Rights Reserved. 





home entertainment 
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How hard would it have been to 
include a web browser and e-mail 
client on the PS2 online startup 
disc? We can only hope Sony has 
something planned for the near 
future, because it’s pretty weird to 
have the Internet on PS2 without 
any of its most-used components. 


COLOR PS2s, 

WHERE ARE BC Tg 
Japan’s getting them, but why do 
we get left out of the limited 
edition PS2 fun? It doesn’t look 
like the cool new translucent 
models are coming here. For now, 
check out www.colorconsoles.com 
for the next best thing. 
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RUMORS 


METAL GEAR 
SOLID 3 IN 2003? 


It’s no secret that Konami wants to have a new Metal 
Gear game of some sort at least every 18 months from 
here on out. What's interesting is that we're already 
starting to hear rumors about the next game after next 
spring’s MGS2: Substance. According to current rumors, 
MGS3 (if it’s indeed called that) is being planned as 
either a remake of MGS7 with vastly improved graphics 
and new play mechanics, or an entirely new game that 
will actually take place between MGS7 and MGS2. 

Our Take: The remake of MGS1 would make the most 
sense—it would be a project another team could work on 
while the “main” MGS team works on the next year’s 
game, presumably the true MGS3. Probability: 50% 


THE NEXT 
CASTLEVANIA IS... 


A remake of PC-Engine CD-ROM classic Dracula X? 
That’s what we're hearing. And unlike Castlevania 

AYgm Chronicles (itself a remake 
of an old Sharp X68000 
title), this one’s rumored to 
be coming to PS2 with a 
more considerable 
graphical upgrade. In fact, 
spies even report that the 
game is up and running on 
development hardware as we speak (or type). 
Our Take: We'd love to see this happen—Dracula X is 
one of the best Castlevanias ever. Plus, it doesn’t hurt 
this rumor’s credibility that the series’ creators have 
mentioned the PC-Engine classic as being high on their 
list for resurrection. Probability: 80% 


PS3 TAKES SHAPE 


The latest industry rumblings concerning PlayStation 3 
are centered around its highly technical bits—its memory 
architecture and CPU, specifically. On one front, memory 
maker Rambus is evidently jockeying to get its super-fast 
RAM in the box, and on another, Sony has signed a deal 
with MIPS (who made key chips in the PSone and PS2) 
to use its new 64-bit processor design, presumably 
somewhere inside the Emotion Engine 3 (a.k.a. the “Cell” 
chip being co-developed with IBM.) 

Our Take: This is the same kind of stuff we heard very early 
on with the PS2: lots of little technical details that don’t 
amount to much, but will eventually combine to make a 
much larger (and faster) whole. Probability: 80% 


ONIMUSHA 3: FULL 
FRONTAL POLYGONS 


Okay, so we already know full well that Onimusha 3 is in 
the works (there’s even a teaser included with Onimusha 
2). What we weren't expecting was word that Capcom in 
investigating ditching the gorgeous pre-rendered back- 
grounds seen in the first two games for (presumably 
equally gorgeous) polygonal environments a la Devil May 
Cry. The same rumor also has it that Samanosuke, star 
of the first game, will return to lead the cast of part 
three. Our Take: Capcom’s getting better and better at 
getting PS2’s polygonal power to produce CG-like visuals 
(case in point: Devil May Cry), so this one doesn’t sound 
too far-fetched. Probability: 70% 
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Making Of MGS2 Disc 
Coming Stateside 


ideo Kojima has cooked up another treat for 

MGS fans: an interactive DVD that runs on PS2 

and not only documents the making of one of 
the greatest games ever, but also features loads of 


bonus features and even playable VR missions. 
Due out in September, the Document of Metal 


Gear Solid 2 explores the game’s creation in 12 
chapters, detailing game planning, character 
design, script writing, early demos, and more. The 
entire documentary is backed up by interactive 





You can play dress up with character models a the game 
(left)—doesn’t Raiden look cute? The art gallery (right) contains 
Yoji Shinkawa’s earliest drawings of the game’s characters. 


sequences, such as the ability to view objects and 
character models from the game in full 3D. In 
addition to an art gallery and sound test, there’s 
also slated to be a “director's chair” mode for re- 
editing some of the game’s cinemas. 

Best of all, though, the disc will offer a 
playable sneak preview of several VR training 
missions planned for inclusion in the upcoming 
Metal Gear Solid 2: Substance. Look for the 
Document of Metal Gear Solid 2 at game shops and 
be sure to check out of updated preview of MGS2: 
Substance later in the issue! 
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CHECKPOINT 


This is your one-stop spot to get a handle on the best stuff headed our way. 
* Please keep in mind that release dates are always subject to change. 
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GTA3’s reputation? 
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Aliens: Colonial Marines 

ATV Off-Road Fury 2 

Batman: Dark Tomorrow 
Battlebots 

Blue Crush 

Chessmaster 

Club Football 

Contra: Shattered Soldier 
Crouching Tiger, Hidden Dragon 
Dave Mirra XXX 

DDR MAX 

Defender 

Disney’s Treasure Planet 
Disney’s Donald Duck as PK 
Drome Racers 

Evolution Snocross 

Evolution Snowboarding 

FIFA 2003 

Fisherman's Bait 2003 

Frogger Classic 

Harry Potter: Chamber of Secrets 
Haven: Call of the King 

James Bond 007 in NightFire 
James Cameron's Dark Angel 
Jeopardy 

Jojo’s Bizarre Adventure 5 

The Lord of the Rings, The Two Towers 
Mace Griffin: Bounty Hunter 
Malice 

Marvel Vs. Capcom 2: New Age of Heroes 
Micro Machines 

Minority Report 

Mission: Impossible—Operation Surma 
Monopoly Party 

Mortal Kombat: Deadly Alliance 
My Street 

NASCAR Heat 2 

NBA Live 2003 

NCAA Final Four 

Powerpuff Girls: In a Pickle 
Pride Fighting Championship 
Race of Champions 

Ratchet and Clank 

Rayman 3: Hoodlum Havoc 

Risk 

Robot Alchemic Drive 

Rocky 

Rygar: The Legendary Adventure 
Shrek Super Party 

The Sims 

Spongebob Squarepants 
Spyro: Enter the Dragonfly 

Star Wars: Bounty Hunter 
Starsky and Hutch 

Suikoden Ill 

Super Bust a Move 

The Sum of All Fears 

Tankers 

Tiger Woods PGA Tour 2003 
Tomb Raider: The Angel of Darkness 
Tony Hawk's Pro Skater 4 
Wheel! of Fortune 

Whirl Tour 

World Tour Soccer 2003 
Wreckless: The Yakuza Missions 
Yu-Gi-Oh! Duelist of Roses 
Zapper 
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The game, 


my reputation 


and two C-notes on the line. 
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Here’s a look at some of the hottest 
new gear that everyone’s talking about 


Price TBA/Available 2nd Half of 2002 


An upstart electronics maker named 0Q0 (pro- 


nounced oh-cue-oh) is poised to leapfrog the compe- 


tition with what it calls the first “ultra-personal” 
computer—which is, in effect, a 
super-fast, full-featured 
desktop computer 
squeezed into a teensy 
pocket-sized case. 

How small are we 
talking? Roughly 4 
inches by 3 inches, less 
than an inch thick, and 
weighing in at less than 9 oz. 
What’s more amazing is that this 


little wonder somehow left room for a .13 

micron Crusoe TM5800 processor, which will drive 
the device at up to a blistering 1GHz. Also inside are 
a Toshiba 10GB hard drive and 256MB of RAM—way 
beyond the average 64MBs of total storage found in 
most PDAs. 


In Oc 


TOP 10 DVDs 






OUR TOP PICK: 


10/29/02 
A nuclear weapon has been 


| stolen and it’s up to CIA 

| Operative Jack Ryan (Ben 
Affleck) and his mentor 

NI (Morgan Freeman) to track it 
GA SQ) down before disaster strikes. 
















2. Brotherhood of the Wolf 10/01/02 


3. The Scorpion King 10/01/02 
4. Scooby Doo 10/15/02 
5. Jason X 10/08/02 
6, Beauty and the Beast 10/08/02 
7. Big Trouble 10/08/02 
8. Mr. Deeds 10/22/02 
9. Sorority Boys 10/15/02 
10. E.T. Extra Terrestrial 20th Anniversary 10/22/02 


NPDFunworld” TRSTS 
























The 0Q0 will 
also sport connections 
for USB and Firewire, audio out, and high fidelity 
microphone jacks, plus a “cradle” that 
docks the device to a mouse and 
keyboard to turn it into a 
“, honest-to-goodness PC! 

This muscle-bound micro 
computer will run Windows 
XP, and using built-in Bluetooth 

wireless networking will be able to 
communicate with other computers 
and home entertainment devices. Not 
that it’ll neccessarily need to: there’s 
memory enough for roughly 1,000 MP3s 
or three full length MPEG4 formatted movies for use 
with the built-in media player! Though a final price 
tag hasn’t been decided on, look for the OQO to 
make its debut this fall. The OQO website, 
www.oqo.com, is definitely worth a look. 


ber 


TOP 5 peeves (THEATER) 
OUR TOP PICK: 


10/11/02 
Lots of hillarious butt-kicking is 
assured when a limo driver 

(played by Jackie Chan) unwit- 
tingly finds himself fighting evil 
with a special FBI tuxedo 

equipped with crazy gadgets. 














2. Red Dragon 10/01/02 

Sir Anthony Hopkins reprises his role as Dr. Hannibal Lecter as an FBI 
agent (Ed Norton) tries to take down a serial killer (Ralph Fiennes). 
3. Ghost Ship 10/25/02 

A salvage crew discovers a missing ship from the 1950's harboring a 
demon with a hankering for some good old fashion Killing. 

4. Ring 10/18/02 

In this remake of the popular Japanese thriller, a woman (Naomi 
Watts) is marked for death after watching a disturbing videotape. 

5. Jackass: The Movie 10/18/02 

The usual cast of masochist idiots from MTV's hit series perform 
haphazard stunts and gross-outs on the big screen. 
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Rockstar’s upcoming crime sim 
sequel is #1 on our list this month— 
and for good reason. We finally got 
to play the game, and it’s looking 
HOT! Find out just HOW hot in this 
month’s in-depth cover feature. 


Things have been pretty quiet on the 
DMC2 front, but the new shots and 
details we landed for this issue really 
upped our excitement level. 
Attacking off walls? Shinobi is doing 
it too, but Dante’s game may end up 
being the deeper of the two overall. 





It’s almost here—Sucker Punch’s 
cartoon-style platformer has had us 
hooked for months, and in just a few 
weeks we'll be able to find our 

= whether the final product will be as 
| good as the bits we’ve played so far. 


We got a chance to check out some 
footage of Shinobi’s later stages 
following last month’s cover feature, 
and we're impressed to say the least. 
Screens can’t do justice to how cool 
this game looks in motion—especially 
the fire effects! 





Insomniac delivered a new build of 
its action-platformer to us just in 

| time to make this issue, and we've 

| glad they did! Words can’t describe 
how big this + game is—and its 


The latest preview version of ier E 


Konami's retro action game has 
arrived at the PSM office, which now , 
looks like a warzone from people 
scrambling to play. Too bad there 
were only two short (but sweet) 
levels to try. We want more! 






We really enjoyed the first chapter 
» of this sci-fi FPS saga, and the 

second is looking even better. Now 
that SOCOM is here, this game is 
next on our list to spend some 
good, quality time with. 


Between this and Shinobi, we're 
going to be set for ninja games for 
quite some time. We’ve only gotten a 
brief taste of the game so far, but 
what we've played has leftus _. 
eagerly anticipating a more complete 
version to test our mettle with! 





this game? Core’s being VERY 
secretive—no one’s seen a thing since 
E3. Hopefully this doesn’t signal a 
delay for the game, as we'd really 
love to play more of it soon. 


This is one game we totally dug in its 
(very) early form at E3, but now we 
really need to see more meat on its 

bones. The latest screens do look 
great though—especially those of 
Rygar using his Diskarmor as a tool 
for reaching new areas. We’ll have 
more impressions next month! 





Visit www.esrb.org or 
call 1-800-771-3772 


for Rating Information. 


The new Bond adventure. 
Coming November 2002. 
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, ONE KNEE ON THE GROUND. 
IN APPROPRIATE TIME 








Experience unprecedented realism 
in the only racing game that lets you 
control the rider lean in turns. 





Sear asphalt on 200 of the world’s 
fastest motorcycles from Yamaha, 
Honda, Suzuki and more. 





Earn upgrades to trick out your 
bikes with top-of-the-line engines, 
wheels and suspensions. 


Visit www.esrb.org or 


— y mg foo call 1-800-771-3772 
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A You don’t just race other drivers in NFS:HP2—you also | 








race against relentless cops and the courses themselves! % 


NEED FOR SPEED: 


The biggest, best arcade racer on PS2 





OF 
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Fa 
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ast, furious, and fantastically 

deep, Need For Speed: Hot 

Pursuit 2 is a worthy heir to 

one of the greatest PSone rac- 

ers ever to grace that system. 
Electronic Arts has pulled out all the 
stops to create a racing game that does 
almost everything right: it controls like a 
dream, features an excellent selection of 
exotic cars, and has superb course 
design. But, most of all, it delivers a 
gameplay experience that’s unlike any- 
thing else in the genre. 


HOW IT STACKS UP 


Gran Turismo 3 A-spec 
NES: Hot Pursuit 2 


Burnout 
Test Drive 
Supercar Street Challenge 





Breaking The Law 

NFS:HP2 features a “traditional” road rac- 
ing mode that would make for an 
extremely solid game in its own right, but 
the real meat of this title is its Hot 
Pursuit: Ultimate Racer mode. It’s basic 
premise—running from the cops—isn’t 
new by any means (and was, in fact, seen 
in the original NFS: Hot Pursuit), but the 
way it’s been executed is truly nothing 
short of amazing. 

It’s one thing to race against other 
cars, but this is a game where you truly 
have three opponents: other racers, the 
course itself, and, most importantly, the 








cops. These guys are smart, well coordi- 
nated, and will do whatever it takes to 
stop you. Unlike other games with police 
elements, where the fuzz simply tailgate 
you, here they cut you off, shove you, use 
nitro boost—and that’s just the basic 
stuff. Tick them off enough, and they'll 
set up road blocks, call in flash-bang 
dropping helicopters, and lay spike strips. 
All the while, you hear their radio chatter 
(which is essential to outsmarting them) 
and marvel as they individually pursue 
other racers and work strategically to 
stop you. If you can hold out long 
enough, there are few more satisfying 


RN Tg 





PSM 


UU CMC U UM em iicie lati) 
combine to create one of the most unique and chal- 
lenging arcade racers ever—and the best on PS2. 
CRU ame Me Case We 


FINAL SCORE 
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<< NOTHING IS MORE SATISFYING 
ee AN 


OUTTHINKING THESE COPS >> 





Dhaka 
The Chase 


The sheer craftiness of NFS:HP2’s 
cops is what takes the game to the 
next level. They won't hesitate to 
ram you, block you, blow out your 
tires, or even drop explosive barrels 


in your path using helicopters! 


i, (A 


A First the cops just ram you off the road. 


> How do you catch a speeder ina 
Porsche Carrera GT? Easy: you get 
behind the wheel of an even 4 
faster Lamborghini 
Murcielago pursuit car! 


victories than outrunning and out- 
thinking this game’s cops. 


Behind the Wheel 
The game's feel is a solid balance 
between arcade and sim, with less 
emphasis on power-sliding than 
seat-of-your-pants precision driving 
through traffic (and there's /ots of it). 
In fact, the traffic is especially 
handy—it’s easy to run opponents or 
cops into oncoming cars or cause 
wrecks to block them. The course 
designs are superb as well. Whether 
point-to-point or circuit-based, each 
one is huge (some up to 15 miles) 
and loaded with shortcuts and alter- 
nate routes (essential to avoiding 
roadblocks and losing the fuzz). 
What's also great: both of the 
main modes are broken down into an 
event tree (there are 60 events total) 
where you can see the objective and 
reward for each race. You can then 
select your “rewards path”, and once 
you've completed it, go back and 
take a different one until you’ve 
unlocked everything. This creates a 
lot of replay value, as does the fact 
that you can play a side game as the 
cops, or grab a friend and play a 
thrilling round of cops-and-speeders. 


cy 
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A Then they use roadblocks and helicopters. 
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Showroom Shine 

Like its cars, NFS:HP2’s pres- 
entation is polished to near 
perfection. The car models, 
track visuals, and effects (the 
reflections are some of the 
best we've seen) are all eye- 
popping—we only wish the 
game ran at a full 60fps and 
didn’t bog down like it does 
on rare occasions. The 
detailed, crisp textures and a 
total lack of eye-straining 
“Jaggies” that plague other 
titles in the genre are also a 
plus. We loved the “zone 
cams” that kick in for big 
jumps and crashes, too; they 
really heighten the experi- 
ence. And let’s hear it for a 
racer that shows visible dam- 
age on licensed cars! 

For all it does well, there are a 
few areas we thought could have 
been better. Besides fixing the fram- 
erate shortfall, we would like to have 
seen opponent indicators (they 
sometimes get hard to spot in all the 
traffic) and a better way to get a 
sense of the cop’s positions in rela- 
tion to yours—maybe a radar-like dis- 
play? Plus, what happened to the car 
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A The mix of exotic and luxury sportscars is solid, and, unlike in 
other licensed racers, you can actually smash them in crashes. 











blocks and ‘copters—it’s very strategic. 


ain 


A Playing as the cops, you can deploy road- 


a 





A The course variety is superb, spanning 
dusty desert runs to sunny seaside drives. 


An up-close look at 
the game in action 


The cops play downright 
Cine eee eC NLT 


in their power to stop youl. 


More than in any other 
rece gr) Vr Co) 
rs Ld 
Cyt Saeed) 
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past shortcuts. 


wagering of the first Hot Pursuit? 
Most of all, though, this game 
really needs car performance 
customization. Even a small amount 
would have helped, and definitely 
put it over the top. 

Minor nitpicks aside, NFS:HP2 is 


Get busted three 
Perera colts 
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Using the various 
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easily the best arcade racer available 
on PS2, and one of the best games 
ever in the genre. If you're feeling the 
need for some very pulse-pounding 
speed, you definitely need to get 
yourself behind this game's wheel. 
RANDY NELSON 
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TSA SAAS 






A The weather and fog 
effects are great and really 
make it harder to see what's 

around you. , 





PeMENCE se : Le 


A The ability to control three other teammates, as well . 
as your character, definitely adds a lot to the gameplay. , 
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FOLLOW! 
HOLOIN 
zeae? 


Sony's debut online game delivers the addictive experience 








wo years ago, when 
SOCOM was first intro- 
duced to the gaming 
press, it wasn’t in that 
good of shape. Visually, it 
wasn’t very appealing, and the fram- 
erate was practically non-existent. 
Fortunately, things have changed dra- 
matically since then and SOCOM has 
ended up a very solid and highly 


enjoyable title. 
You play the role of a SEAL com- 


mander, leading your team over 12 
different missions with varying objec- 
tives, from rescuing hostages to 
destroying weapon caches. Since each 
mission numerous objectives, the 


HOW IT STACKS UP 


MGSe: Sons Of Liberty 
Half-Life 


Socom: U.S. Navy Seals 
007: Agent Under Fire 
Army Men: Sarge’s Heroes 





challenge comes in trying to complete 
them all in the most optimum way. 
Obviously, you'll be dodging enemy 
fire at the same time... 

What's so great is that the game is 
genuinely real in its feel, so you really 
have to work as a team in order to 
succeed. Those of you that are used 
to just directing one character are 
going to have to change your ways 
quickly. Aside from the SEAL that you 
physically control, there are three 
other teammates that you'll need to 
constantly direct. And that’s done by 
using the included USB headset. 

One of the greatest features of 
this game, by far, the headset lets you 
tell your computer-controlled 
teammates exactly what to do. From 
taking out specific targets to blowing 
up a shack, they'll follow your orders 
to a “T”. This sort of game interaction 
has never been done before, which is 
what makes SOCOM such an 
innovative title. 

Overall, | loved the different mis- 
sions, but there’s no denying that the 
more novice gamers might find it diffi- 
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On levels like this, 
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A In the second level, one of your mission 
objectives is securing various buildings. 


ah, 
n 


A Aiming from a prone position is 
always the best for accuracy. 
However, you can’t move very fast. 








cult to come to grips with everything. 
Just the sheer number of objectives 
for each level frequently seems 
daunting and you'll find yourself 
dying often before successfully being 
able to complete them all. Patience 
is a must. 

It's just unfortunate that the 
environments couldn't have looked 
even more realistic (by using a higher 
polygon count), but there is an 
extremely high level of detail in 
everything you see. 

In general, SOCOM isn’t going to 
appeal to everyone. It’s definitely 
quite challenging and the team-based 
gameplay requires a bit of getting 
used to. If you want to try something 
a little different, then SOCOM is your 
ticket. STEPHEN FROST 
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FINAL SCORE 
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Multiplayer 
Goodness 


SOCOM's online mode really rocks. 
Being able to use the headset to 
talk directly to your teammates is 
just pure genius. The game also 
keeps track of your stats and 
posts them so you can instantly 
tell how good you are compared 
to the rest of the world, 





VERY GOOD 


While the sheer number of objectives can be 
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cars from the world’s top manufacturers which are created according to the exact specifications of their real-life counterparts, you'll feel like you could. Besides, when the 
RS ILM ELM LL CMT IN ALL MOR RO LM a Lk ee OE AL OM CU ae ea 
REM LR CN EM EEL ERS a aren ONT MRCS Me lee eae 





GRAN TURISMO" 
A-spec 
THE DRIVE OF YOUR LIFE™ 
WG 
ea x 
Mild Lyrics Us www.scea.com 
g Gran Turismo is a trademark of Sony Computer Entertainment America Inc. All manufacturers, cars, names, brands and associated imagery featured in this game are trademarks and/or copyrighted 
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| A lt’s great tricking out your rig, adding bigger guns, 
custom colors, or higher-powered boosters. 


ARMORED 
CORE 3 


f you feel like you’ve read this review 

| before, don’t be alarmed. This is the third 
Armored Core title released so far for 

PlayStation 2, and it’s very similar to its 

predecessors in both strengths and weaknesses. 

Hi ateMexclaatem ecco nTom ners] UCU Cera ara) e 
large corporations hire mech-piloting mercenar- 
ies called Ravens to do their dirty work. There's 
a ton of it, too: the game boasts 50 single player 
missions, as well as gladiator-style arena tourna- 
ments. Mission variety is outstanding, with the 
player occasionally chasing down a stolen mech, 
or planting bombs on a bridge, as well as guard- 
ing, escorting, and blowing stuff up. Many mis- 
sions even enable the player to hire wingmen. 
Equally impressive is the selection of inter- 
changeable parts (well over a hundred) you can 
buy for your armored cores. Shoulder missiles, 
hover legs, a flame-thrower—you name it. With 
the new graphics engine, it all looks better 
than ever. 

The game also suffers some of the same 
shortcomings as previous AC games. The control 
scheme is needlessly cumbersome, requiring 
the player to use the shoulder buttons to look up 
and down or strafe. The dual-analog scheme 
from Max Payne or TimeSplitters would be infi- 
nitely better. Beyond that, the difficulty curve is 
erratic, and the financial model seems off-kilter— 
you're obviously supposed to build a vast 
collection of swappable parts, but repairs and 
ammo cost so much, only the most elite players 
can afford to do so. For example, we finished one 
mission with a “B” rating, and lost $3000. Finally, 
while AC3 supports iLink play for up to four play- 
ers, the Japanese version's online features have 
been discarded, just as Sony’s online plan is 
being rolled out to the masses—weird. Despite 
these flaws, this is still the biggest, most complete 
mech title available on PS2, and there's a ton of 
game here for your money. ERIC BRATCHER 
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Ai? FROM FLOATER - REBOUND 
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SLATER’S 
PRO SURFER 


he world may not be ready for another 
T surfing game, but Activision, with its 

high-powered 02 label, is dedicated to 
offering the full gamut of extreme sports 
regardless. And after three Tony Hawk games 
and one Mat Hoffman title, Kelly Slater’s Pro 
Surfer comes as an interesting alternative to its 
concrete cousins. 

First off, you'll instantly be familiar with the 
trick-based moves, having played Tony Hawk, But 
after that, the game has an entirely different vibe 
to it. The whole aesthetic, with live documentary 
footage of each beach, Kelly Slater's mellow nar- 
ration, smooth Eastern-flavored techno, and the 
cool interface, is far more in tune with the surfing 
world. It’s organic intensity versus Hawk's urban 
chaos and it works. 

Players can surf as six-time world champ 
Kelly Slater or choose from a handful of the 
world’s other top pros, including Tom Carroll, 
Bruce Irons, Tom Curren, Donavon Frakenreiter, 
Rob Machado, Kalam Robb, Lisa Andersen or 
Nathan Fletcher, with the choice of surfing in as 
many as 14 different spots. And you can surf the 
monster waves at Mavericks! 

The surf mechanic in Kelly Slater is exception- 
al. Players can pull off all sorts of face tricks (far 
more than in TransWorld Surf), max out their 
trick meter, and then to pull off special tricks and 
combos. The tube rides use the manual 
mechanic from Tony Hawk, making riding the 
barrel a challenge, too. While those who have 
played Tony Hawk or Mat Hoffman will get the 
hang of it quickly, the learning curve may be 
hard for some. 

In the end, Kelly Slater may not appeal to 
everyone, but it’s a diehard surfer’s dream game. 
It's definitely worth a try, even if you don’t surf. 
DOUGLASS PERRY 
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A GameDay is still playing catch-up to Madden and 
NFL2K in graphics and gameplay. 


8) 


COMPATIBLE 


e’ve got to say that GameDay 2003 

EMC Eee acey (2) an a 

EAR MMC Te RUE Lg 
shipped the last two years. Thankfully, most of 
iugt=m ol6)s9re gle ed] |colpl ech aptel al cel re(cl Kolo cso) clo =a 
cessors unplayable have been fixed, or at least 
covered up. That said, GameDay 2003 still trails 
far behind football juggernauts Madden aa 
and NFL2K3 in almost every way. i 

The biggest difference between those oy 
tuned titles and GameDay is the graphics. Even 
though 989 made significant strides with the 
overall visuals, they still aren't in the same league 
as the competition. The character models 
appear blocky, warp between animations and 
slide across the field like castoffs from XFL Ice 
Capades. More damaging, however, is the game's 
choppy framerate and camera work after the 
snap. It’s so distracting at times that you'll feel 
lucky just to get a play off successfully, 

This slowdown is just the first of many game- 
play problems. Even though short passes to the 
running backs are no longer guaranteed gains, 
the solution is almost worse—the defender 
Cis Ta Cols ill eltaieteHicclaya[le)o\@)i gil folly 
hour to stop the play. In fact, you'll see speed 
skating defenders like this on nearly every play. 
(It hardly matters, because receptions feel com- 
pletely random anyway.) The end result is a title 
that doesn't look like a real football game and 
doesn't let you feel like you're in control of a real - 
football game. 

We did enjoy the bare-bones General 
Manager Mode, the commentary is much 
improved (as good as Madden's, but leech 
strong as NFL2K3 £3 related addition of feo. 
online play and roster upgrades are much 
appreciated. If only these goodies were Sr 
to a better game. a EGGER 
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top PS2 football games. 
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Visit www.esrb.org 


or call 1-800-771-3772 
for more inf 
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A Heihachi returns in Tekken 4 in order to prove that age doesn’t 
matter if you have the skills. Right now, Kazuya is feeling the skills. 


TEKKEN 


IPs the classic Tekken 
recipe with just a few 


different ingredients 











espite being a PS2 
launch title, Tekken Tag 
Tournament definitely 
surprised people with its 
good looks and the 
addition of the tag-team element. 
Still, the game wasn’t that different 
when compared to the sequel that 
came before it. And, unfortunately, 
that seems to be the case with Tekken 
4, as well. The obvious additions, such 
as improved graphics, smoother ani- 
mations and a more-balanced cast of 
characters, are all here. It just seems 
that there's been little improvement to 
the overall fighting system and single- 
player experience. Don’t get me 











HOW IT STACKS UP 
Virtus Fighter 4 
Tekken 4 
Tekken Tag Tournament 
Capcom Vs. SNK Pro 
Barbarian 


sn wow 
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A Steve Fox, one of the new characters, 
can’t kick, but he can certainly dodge 
most attacks. 


wrong. There’s been definite changes, 
just not necessarily improvements. 

Two things that | do love are the 
vast enlargement of the fighting envi- 
ronments and the fact that you can 
easily fight your way around them. 
The addition of walls and other inter- 
active objects also definitely adds to 
the overall depth of strategy. Going 
along with that is a change in the typ- 
ical control scheme which now gives 
each character the ability to grab and 
push their opponents. Veteran players 
will quickly find that some of the 
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other moves have been 
changed around in order to 
allow for this new gameplay 
element. Overall, these new 
additions are fine, but they still 

don’t change the fundamental 
gameplay that much. | found myself 
playing this sequel, aside from a few 
adjustments, exactly the same way as 
I did Tekken 3. 

If Tekken 4 were the only fighter 
this year, we might have rated it a lit- 
tle differently. However, with Virtua 
Fighter 4 already out there, it’s hard 
to consider giving this game a higher 
score. In fact, aside from the larger 
environments and cast of characters, 
VF4 bests it in almost every category, 
especially training. Still, if you are one 








mode is especially 


challenging. You'll get swarmed by countless guards. 





A The environments are more interactive 
and destructible... that’s a plus. 





A While Tekken 4’s training mode is 
} the best for the series, it can’t even 
compare to the one in VF4. 


of few die-hard 
fans out there, 
then you'll be 

happy to know that this is 
the best-looking, best-playing Tekken 
sequel yet. It even includes progres- 
sive scan output for those of you with 
TVs that support it. 

Unfortunately, it just appears that 
Namco’s famed fighting series is tak- 
ing little steps forward instead of big 
leaps. That's fine for the first couple 
of sequels, but definitely not for the 
fifth title in the series. The next game 
really needs to break all the rules and 
redefine this genre, or fans may start 
looking elsewhere. I’m sure that Sega 
is already eagerly awaiting them with 
open arms. STEPHEN FROST 
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VERY GOOD 


ER UCN Reece Cm Ce 
However, it’s still lacking in a long-lasting sin- 
gle-player experience. There should have 
been even more gameplay changes. 
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A Hey look, it’s last year’s NFL2K3 graphics! Weren’t 
they basically the same as Dreamcast graphics? Oops! 
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sTREEN, “~* 
HOOPS" 


ith the success of NBA see it was 
4) only a matter of time before clones 
W started coming out of the 
woodwork. And while Activision's first attempt 
at capturing the brilliance of EAs extreme 
hoops offering is flawed, it still manages to give 


us a couple of genuinely entertaining moments. 
Using a host of real players from the street 


scene (including urban legends like Headache, 
Motor City, and The Future), Hoops is set up in 
a much different manner than your usual b-ball 
fare. With half-court and full-court contests, 
Lord of the Court mode, and even a World 
Tournament, the familiar franchise-based play 
of the NBA is nothing more than a pipe dream. 
Which is fitting, of course, because in the world 
of neighborhood pickup basketball, it’s all 
about the here and now. 

Street Hoops manages to capture that flavor 
well, with plenty of hot-dogging, between-the- 
leg dribbling, and environments taken directly 
out of White Men Can’tJump. Be it the Run N’ 
Shoot courts of Atlanta, GA or the infamous 
Venice Beach stretch, its all about the atmos- 
phere and realism of playing a local game. 

What's unfortunate is that despite how 
many cutting edge rap tracks the title may 
have, the game doesn't flow quite as well as it 
should. The right analog-based passing makes 
for missed throws far too often and there's a 
seemingly never-ending barrage of pauses 
before each dunk and lay up. The speed- 
impaired gameplay, a problem that hampered 
last year’s version of NBA Live, can lead to 
some considerable frustration. 

It’s not a bad first effort, but we can’t help 
but think that with a little fine-tuning and a 
deeper focus on gameplay (instead of atmos- 
phere), Black Ops could be on to something. 
JEREMY DUNHAM 
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VeRO OCMC CRI CC MCL UT Cy 
SEALs, a commando unit legendary for its ability 
Pet ROUND cna: UR 
strike with surgical precision. Enter the world 
of SOCOM: U.S. Navy SEALs, where stealth, intel- 
tei ANNO Le RUA UE LCR | Tm 


Developed in association with the U.S. Navy SEALs, 
SOCOM is unconventional warfare the way it’s 
Ra eC UO ied CHIC Cn 
TSS ME UIST CISL IC 1 


AUC CR Sd eae OE CMU 
CTE eA a OP GRe EN es 
your SOCOM headset is critical. It'll help you 
COTTE Ceo Oa 
so everyone returns in one piece. Remember: 
ba OMT 
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infested Congo. Should be a walk in the park. 
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LIVE IN YOUR WXRLD. 
PLAY IN URS" 


PlayStation.2 


Blood and 
Violence 
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Visit www.esrb.org or 
call 1-800-771-3772 “ 
for Rating Information. 2 PN CS s ree) 
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CARS LIKE THESE AREN'T EXPORTED. 
aaa 





Ferocious beasts like the Lamborghini Murciélago, Porsche Carrera GT and Ferrari 360 
Spider" are born to run. And run fast. Cut one loose on heavily trafficked public roads with 
unpredictable conditions and waiting police cruisers. Avoid recapture or spend the next 5-to-10 

in captivity. Take the reins at needforspeed.com. 
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¥ The bosses come big and mean in this game. It’s great 
seeing all the classic villains in appear one game. 





KINGDOM 
HEARTS 





na marriage that one could 
hardly dream of, two entertain- 
ment giants have come togeth- 
er and created a rather unique 
sort of offspring. Kingdom 
Hearts is that bouncing baby boy that 
you weren't quite expecting, but that 
you're certainly happy to see. The 
game focuses on the adventures of 
the original character, Sora, as he 
teams up with Donald Duck and 


Lock one 


¥ aad 


A Being able to fly in Neverland is one of the 
greater thrills in the game. 
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A The summons come in the form of clas- 
sic Disney heroes, including Simba, the 
Genie and Dumbo, the flying elephant. 














bee 

i ky, sien aA, 
A As you progress through the game, 
you'll earn new Keyblades and attack 
combos. Time to cut the cards! 








A You can customize your Gummi 
ship to make it stronger and faster. 





Goofy in order to find Micky and save 
the various Disney worlds. 

Arguably, as with most other 
Square RPGs, Kingdom Hearts suffers 
a bit from the “problem” of constant 
battles. Fortunately, its inherent 
design reduces the monotony a lot. 
You see, the fighting is strictly action- 
based. It’s just your item and spell 
management that bring in that tradi- 
tional RPG flavor. Similar to numerous 
action games, you just have to 
hit a single button in order to let 
loose with a barrage of 
Keyblade swings. As you 
progress, longer combos and 
more intricate attacks become 
accessible. You won't find any 
time or turn-based combat here, 
which is definitely a nice change 
of pace. 

However, this game has got 
to have one of the worst camera 
systems in an RPG ever. You find 
yourself often fighting with it just 
in order to get a decent viewing 


angle of what’s going on. This prob- 
lem is especially compounded in the 
more enclosed areas. Considering this 
game is skewed a bit younger, there’s 
simply no reason why the camera 
isn’t smarter. 

Still, there’s just something cool 
about seeing all the Disney charac- 
ters. I’m just not sure that a majority 
of the RPG fans out there are going 
to go for it. Many should find it nos- 






HOW IT STACKS UP 


Kingdom Hearts 

Baldur's Gate: Dark Alliance 
Forever Kingdom 

Wizardry: Forsaken Land 
Dark Cloud 


aoaooawa 


talgic and enjoyable. However, there 
are bound to be many of you who 
simply look over this game because 
it’s kiddy-looking. Don’t. There's 
more to this game than meets the 
eye. Get past your cheesy childhood 
memories and give Donald and 
Goofy another chance. Odds are, 
they’ll win you over once again. 
STEPHEN FROST 
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VERY GOOD 


It may not be Square’s best RPG, but it 
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and characters ever. The action-based fighting 
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} If you want to get Crunchy, look in specially marked Nestlé 
} Crunch. You can win an instant prize or get RocketCash— 
' online money you can collect and use at NestleCrunch.com to 
on Pitot arian from over 100 E-tailers. And you can't get that from plain chocolate. 
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DINO STALKER 


ites Dino Stalker isn’t a sequel to 









the Dino Crisis series by name, this 

lightgun-based “side story” does share 
a lot of similarities. While it’s nowhere Usclis io} Ge 
Cec as 
S/A7 0 plese nee 
not up to the 
same standards 
as its adventure 
game forerun- 
Incase ame ele 
Capcom's latest 
Fe{U Taek] aoa isis] 
carpel-tunnel 
syndrome-inducing experiment that may just 
make you more sore and bored than upbeat 
and happy. 

Much like a fleshed out version of the mini- 
games in Dino Crisis 2, Dino Stalker enables play- 
ers to use their GunCon2 to shoot 14 different 
dinosaurs (from Pterodactyls to dino-crocs) with a 
variety of weapons that they can switch using the 
light-gun peripheral’s many buttons. Dino Stalker is 
by no means the worst game of its genre, so if 
you like dinosaurs and shooting stuff, it might be 
worth a rental. -DP 
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A The dinosaurs look good, but the 
game world is bland and pixelated. 
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NINJA ASSAULT 


eveloped by Sega’s arcade team, 
D Namco’s latest gun game resembles the 


House of the Dead series more than Time 
Crisis 2. Unfortunately, it isn’t quite as good as 
either of those Ria oceania 
previous games. 
Graphics are 
good, but not 
great, with a 
visual style very 
like a bland Waa a 
Onimusha. You BMC | 


(olieNarkyteyreteltjeyay A Enemies are damn near bullet- 
of three ninja proof—your trigger finger will ache. 


who have discarded stealth, shurikens, and 7C2’s 
ducking/reloading play mechanic in favor of charg- 
ing forward in a hail of gunfire. 

There's little depth here even for a gun game, 
although you'll encounter the levels in different 
orders, depending upon which ninja you've select- 
ed. The game's biggest flaw is that, while your gun 
holds eight to 16 shots, most enemies take several 
hits to kill. It’s hardcore, but you'd take fewer 
cheap hits and have loads more fun if your gun 
held half as many bullets, and your targets were 
actually vulnerable to them. -EB 
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PAC-MAN FEVER 


ac-Ffan Fever doesn’t quite deliver the 
pie. of fun or replay value that most 

people would be expecting from a 
Namco title. Everything is ede ina very basic 
manner, which is 
great for 
younger players, Haas 
but inadvertently 
will annoy most 


older gamers. 
Also, there really 
isn't a large 7 re 
mm) A It’s coo eing a le to play as your 
enough assort favorite Namco characters. 
ment of mini- 


games. | counted just a little over 30 of them. 
After just a few times going through the different 
boards, you'll pretty much have seen them all. 

| must admit that it was neat to play as super- 
deformed versions of my favorite Namco charac- 
ters, such as Heihachi (from Tekken), and that the 
game really interested my more traditionally non- 
gaming friends. However, if you're looking for a 
game that will keep you and your pals interested 
for an extended period of time, you'll have to look 
elsewhere. This is a game that, as its title aptly 
implies, you can quickly get sick of. -SF 
pT PES EE 
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NCAA GAMEBREAKER 
2003 


TMi sige) (era EMMI TTT 
FE: the GameDay 2003 graphics engine, 
we actually aed ita Lead better oe icy 
NFL brother. c 
Maybe it’s just 
us, but the 
game seems to 
EVAN cereale 
smoother than 
its counterpart. 
However, the 
speed upgrade ik GameBreaker won't win any tro-_ 
just isn’t enough pie or enc 
to polish out the awkward graphics, play-calling 
menu, and gameplay mechanics that carried over 
from GameDay. 

While GameBreaker compares favorably with 
its pro equivalent, it pales in comparison with 
NCAA Football 2003. The player models and ani- 
mations don't come close, the overall presentation 
doesn't match up, and the dynasty mode doesn’t 
offer nearly the same depth. The only feature that 
even came close is the play-by-play commentary, 
but that didn’t encourage us to any score higher 
than a six. -DE 


PSM 


FINAL SCORE 


OKAY Gamesreaker PEER Cg 
Poe eee ea ae] 
college football fans will be better 
Ran an 2 Waele Pate 
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GUNGRAVE 


LTTE ME Coty alae) eT eM 
YT ss has a lot going for it in the art 
department, and it certainly doesn’t 
skimp on flying lead, the actual gameplay itself is 
woefully shallow. (7).:2~. 
a ateiccicm ters) NY 
Tova nym ol 
could almost 
close your eyes, 
keep pounding 
the fire button, 


eyceone OMe] ena ari iM 7 Dis 
analog Sted and AT e art lesign is exce ent, ut it 


doesn’t excuse the poor gameplay. 
stand a reason- 


able chance of beating the game—we kid you not. 
The main character's control is awkward, too, plus 
there's no real rhyme or reason to enemy attack 
patterns. There's also lots of really nasty slowdown 
and the camera is all over the place. Plus, the 
Lofodsssyekoire lfm 1024 AT] 0) Vera oNg pe MCeC=l aT aYe4 Va COl hal 
dable foes can even be run away from entirely. 

a at=Ie-hrol ee) an Malfoy dre sya emeeltel| (ove 
“action figures” of the game's character to collect, 
but they're not enough to make weathering the 
extreme monotony worthwhile. Even diehard 
shooter nuts will feel let down. -RN 
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FINAL SCORE 


LACKING LOTR eid 
ROR Tm Ld 
Pe MMA eR eral 
EOC rete 
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RIDING SPIRITS 


ith the popularity of Gran Turismo 
We other racing simulators at an all- 

time high, it was only a matter of 
time before motorcycles got the treatment as well. 
In fact, the fans 
have been 
clamoring for 
some kind of 
satisfaction 
regardless of its 
incarnation. 

The result of 44 
such a demand £3 ee are ae: but ita enough 
is Riding Spirits. rec yea OM cd RCT a EC ge 
And while some of you may notice its incredible 
resemblance to a certain award winning Polyphony 
Digital franchise, its quality of gameplay doesn't 
quite match up with the expectations. 

Graphically inferior to glitzy modern day racers, 
and nowhere near as fast as it should be, Riding 
Spirits can’t compete with its counterparts. 

Despite its dated appearance though, its hefty 
number of cycles, tracks, options, and features 
are sure to appeal to some. A more than 
acceptable finished product to be sure, it could 
have been a lot better -JD 
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Minus 1, 000 feet. Your mission is simple: 

Blow the Meluguis Empire to kingdom ee 
Underwater, your adversary will never see you 
coming. They better not hear you either. on- 
stop, adrenaline-pumping action and adventure — 
await you and your crew. Move full speed ahead 
around a massive post-apocalyptic underwater 
world in the most intense : ub shooter ever. 


PlayStation.2 


www.subrebellion.c 


Oaths 
o 


Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 
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This is the NFL. Right down to the living, breathing core. 











It’s football to the power of 2K3. Now go rattle some cages. 


—E PLATFORMS Secor 


segasports.com 
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mild violence 
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W The five “Snake's Tales” missions put the lay- 
er into Snake’s shoes during the times they 


wouldn’t normally be able to play as him in the 


(G3 BloodRayne ona a tae a "e _— 
(5) EverQuest : | 4 z\ 
Haven ; a a : 
EE} Marvel Vs. Capcom 2 
(ES) MGSse: Substance 

NBA Live 2003 

5 rao 

Rally Fusion 

EX Ratchet & Clank 

EE) Rugar 


IE} Tony Hawk 4 
(EG) True Crime 
Wild Arms 3 
ES) Wreckless 


HOT GAMES 











You look 
at me like 
that again, 
Raiden... 


and I'll 
shoot you. 
Try me. 


MCS e: 


SUBSIANCE 


This is the “perfect’ version of MGS2 


> Players will no longer be 
limited to playing as just Raiden 
through the majority of the 
game. Snake is definitely back 
in a truly major way. 





Don’t waste a second; 
turn on over to these 
a) eT eme LL 


pparently in development 
since the release of the origi- 
nal MGS2 in Japan, Substance 
is, at heart, very much the 
me game. However, Hideo 


Y With all this blood, is there any question 
why the game got a Mature rating? 








| Mi NY 


aS re. 


ence 
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Kojima and his crack development team 
have managed to add even more varied 
gameplay to the overall experience and 
create an expanded title that all Metal 
Gear fans will need to check out. 






/ www.psmoniine.com 


You should already know there's 
going to be a skateboarding mini-game 
included that allows you to take Snake 
and bust out with some killer moves, 
like grinds, 720s, Benihanas and every- 
thing else in Tony Hawk’s awesome 
repertoire. As a side note, Snake will 
also be a playable character in Konami’s 
upcoming Evolution Skateboarding title. 


Virtual Bliss 
By far, the greatest addition in 


aut 


A The tuxedo is but one of the various cos- 
tumes you'll be able to discover. 


- us << THERE’S STILL MORE TO THIS 
(3 0 AV) 10) 
— REVEALED YET >> 





—- . - be ee RS 
You'll be able to play ge: ’ rei tk 5 “ Sto fl es 
through the 200+ VR : } = : 
missions using both : mel All 
Snake and Raiden. S 
There's also a chance : ' eGo as uy With the improved intelligence 
you might be able to on rl PE as ae of the oncoming cars, it’s hard- 


ra From shooting targets to sneaking around, all an MT ero cory core mc) ron max. You'll be a Metal Gear er to predict what way they'll 
use the Ninja, as well. : pao ‘ : : s ) y they 
expert by the time you finish this game and all its modes. Now, Konami, where's Metal Gear Solid 3? eae eS CHITA OO 


reflexes to survive these races. 
Substance would have to be the VR i : 


es 3 z 
training missions. While similar to y ; ~ LS Ra se | \ 
those found in the PSone’s Metal oe aye 
Gear Solid Integral, Substance will 

feature well over 200 of them, each 

focusing on an important skill or 

ability. In one instance, you might be 

asked to take out multiple targets in 

a set amount of time, while another 

time, sneaking through a crowded 

area might be the objective. 

Needless to say, though, by the 

time you complete this mode, you'll 

be completely ready to tackle the 

main game. 


Boss Bonanza 
To challenge you even further, a , ASN 
special Boss Survival Mode has also HON Bs pM 
been thrown into the mix. You'll “ag We can’t wait to see what new game 
have to take on all the bosses, one A We just can’t get over the fact that you can skate around with Snake. How strange is that? SESSLER LNG Ue 
at a time, until you manage to 
defeat them all. Right now, it’s An up-close look at 
unclear, but there’s a good chance the game in action 
that bosses from both MGS games 
will be included. That means the 
classic baddies, such as Psycho 
Mantis and Sniper Wolf, could be s 
< zs This radar screen 
getting complete PS2 facelifts. That : Weta 
would certainly be cool to see. : On ee 
While all these additions alone tee 
e | only way that you 
warrant another release of the & can tell where all 
game, there's still more to this title : ae ao pd aaa 
1 ° are and what routes 
that hasn't been revealed yet. cee rere el 
However, we did manage to pry 
from Konami the fact that there will 
be an additional difficulty setting 
which will challenge even the most 
experienced of gamers. Also, the 
Ninja is now fully playable and that een 
you'll be able to use him in certain Pee cca 
stages that cater best to his abilities. bili 
| Well “IL K fan 133 wu 
Awesome! Well, we'll keep pestering anh Tt 
Konami and, hopefully, we'll have a 
even more juicy info to share with Dec Sh a sities 


Z flavor of it. 4 ate 
you over the coming months. Until Stan rits : j rag Snel s 


Oy) . [ = Sa 
then, enjoy these screenshots. eT : Sl POM lyn OM ei] 
STEPHEN FROST Lh a ac 3 | TERS 

& ae i PSC en ees 
or Raiden. The Ninja also 


looks to be selectable. 
> 


With tons of new and exciting options, this 
version of MGS is definitely a must-have! 


www.psmoniine.com / #63 OCTOBER 2002 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 47 





ed Sd cA [ell ps) 


Pera) PUBLISHER ACTIVISION | DEVELOPER NEVERSGFT | RELEASE DATE FALL | TYPE SKATEBOARDING | MAX PLAYERS TBD | ESRB RATING EVERYONE 


Bigger, Better 
Objectives 


Not only will you have to skate 
around to discover all the mission 
objectives, you'll also find that 
LUM Cem=\ (SPEER rel ara 


360) Heeltlip) 


A With the new spin transfers, combos can now be ‘ so 
even longer and rack up way more points. 


TONY HA 


ne would think, after 

three years, that 

Neversoft would be 

completely out of 

ideas. How can one 
continue to innovate and makes things 
fresh, especially in a third sequel? 
Well, fortunately, the developers of 
Tony Hawk’s fourth outing have 
managed to do just that. Pro Skater 4 
seemingly manages to retain many of 
the elements that fans have grown to 
love, while adding plenty of extras and 
several surprises. 

With the new career mode, players 
get to choose the goals they want to 
accomplish. Unlike in the past titles, 
the objectives won't be clearly listed at 
the start of each level. You'll actually 
have to skate around the environ- 


Fane oe! 
ESR Cais! 


A Because gamers everywhere demanded it, 
you can now grab onto cars and use them 
for a speed boost. 


You can talk to anyone you come across in order to discover the different objectives. 


Can Neversoft 
redefine the genre 
one more time? 


ments and talk to the different skaters 
that have arrows above their heads. 
They'll each provide you with a 
unique task that must be completed 
to earn money and/or stat points. In 
some cases, completing a task will 
even add additional ramps and transi- 
tions (which can be turned on or off) 
to the level, so that you can develop 
longer, more complex, combos. 


The game will also cater more to 
both novice and experienced skaters 
by including an amateur mode, as well 
as various Pro Challenges. Conquer 
these Pro Challenges and you'll 
unlock the more difficult professional 
world. Entirely new Pro Goals have 
been added, so that even the most ore a 
hardcore gamers will be tested to the _| Neversoft managed to innovate Tony Hawk's 

Pro Skater yet again, which has us excited. 
max. Throw in an upgraded Skatepark 


Editor, with user-set objectives, and a 
robust online mode and you have 
what could be the best skateboard 
game of all time. STEPHEN FROST 


| ¥ The game will feature 14 top pros, including the 


return of Brazilian favorite, Bob Burnquist. 


No Comply) + BS&Crooked 
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RYGAR 


Bullwhip? Hah! Indiana Jones «& 
has nothing on this guu... 


PN aay 





ear Tecmo: please let us 

play more of Rygar. We 

really loved what we saw 

at E3, and these new 

screens looks great, but 
we're getting a little (okay, make that 
very) eager for more. 

Ahem. 

Now that we’ve gotten that out of 
the way, we can get on to this 
month's Rygar update. Specifically, 
we've finally got some hard details on 
the game's structure—its levels and 
the like. Overall, the game will feature 
at least seven levels and correspon- 
ding boss characters (although there's 


There's no doubt this game's going to be 
pretty—gameplay variety is our only worry. 












ha et 

4 We don’t know what this is, but it’s 
certainly disturbing. Those big club arms 
don’t look very friendly. 








a chance of more). There is also a 
multitude of monsters in the works 
beyond the centipede and cyclops 
we've seen so far, so Rygar will have 
plenty to swing his indispensable 
shield-on-a-chain (a.k.a. the 
diskarmor) at. 

The levels themselves will include 
sprawling ruins, themed after the 
elements: water, fire, and air, for 
instance. The challenges they'll 
present will be similarly themed; the 
fire world has huge jets of lava to 
avoid, etc. Later areas of the game 
will actually take place in an “afterlife” 
of sorts, so the enemies will undoubt- 
edly become much more bizarre. 

We just got a reply from Tecmo: 
we'll have a full hands-on preview of 
the most up-to-date version of Rygar 
next issue! RANDY NELSON 


A Despite returning to the same town, the 
architecture is even darker and more unique. 


PUBLISHER TECM® | DEVELOPER TECMO | RELEASE DATE NOVEMBER | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING TI 


AN 


can also be swung through walls and 
obstacles to clear a path for Rygar. 


. 





ms é * 

REST M tude eee i) 
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FUT ieee 


HILL 


Take a third trip into’ 


SILENT 


teil hs 


* 






ig 


A The diskarmor's movement—handled 
by the analog stick—is incredibly fluid. 











A With a new star, countless new enemies, and a more shocking storyline, Silent Hill 3 looks 
to bring even more scares. 


n the race for the title of best 
survival horror game over the 
last few years, there has really 


only been two main contenders: 


Capcom’s zombie-infested 
Resident Evil series, and Konami's 
more cerebral Silent Hill chain. A psy- 
chological journey into what can truly 
frighten someone to their wits end, 
the latter entry has consistently 
scared a legion of unsuspecting 
adventurers in a manner that only the 
most daring of movies and books 
have accomplished. 

Of course, Sifent Hil! 3 will include 
a plethora of new weapons and items 
that we haven't seen in the franchise 
before, including the very powerful 
and effective machine gun. Based on 
the early examples of opponents that 
we've seen so far, you're going to 


need it, as this sequel is packed to the 
rafters with grotesque creations and 
giant pulsating monstrosities. Faced 
with squirming hulkish flesh beasts 
and multi-legged crawling spider 
things, our heroine, Heather, definitely 
has her work cut out for her. 

That's exactly what Konami is 
shooting for. Perfecting its distinctive 
blend of puzzle solving and challeng- 
ing melee action, Silent Hill 3 should 
be the perfect vehicle for fans of solid 
(if not confusing) storylines and 
genuinely scary situations. Look for 
more on this one soon. 

JEREMY DUNHAM 


You should all be glad you got those new 
weapons. You're gonna need ‘em... 
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Transform yourself into 12 powerful summons, f Z ¥ 
from the Blood Juggernaut to the Blade of Sand NY W, 
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WRECKLESS: 


THE YAKUZA MISSIONS 


PS2 owners gel a laste 


of the Xbox love 


henever one usually 
thinks of Hong Kong 
action films, they 
generally divert their 
attention to the 
double-barreled gunplay and chop- 
suey kung fu. What are lost in the 
shuffle, however, are all the terrific 
chase scenes. With films like Bullet In 
The Head and The Man From Hong 


yet i 
Wreckless 


The greatest fun in this game is 
being able to smash into pretty 
much anything you see and 
cause damage. You get that 
euphoric feeling that comes 
rarely in life. 


Kong springing to mind in particular, 
it’s a wonder that more videogames 
haven't been created with inspirations 
such as those already. In fact, the only 
one that we can think of that even 
comes close to that description was 
previously only available for 
Microsoft's Xbox... until now, that is. 
Wreckless: The Yakuza Missions is a 
fast-paced, crash-oriented speedster 


A The game features some impressive 
smoke effects that you can almost smell. 
Sometimes you can’t even see through 
the stuff... it’s so thick. 


A From monster trucks to sports cars to tanks, this game has every vehicle you can think 


of. And you can drive (and crash into) them all! 


that actually follows two stories at 
once. Simultaneously telling the tale 
of a pair of secret agents and barely- 
clothed police partners, the story- 
based racer crosses the paths of the 
two duos, as you are required to play 
the game from both perspectives, 
each possessing their own unique cars 
and missions. The double-sided 
adventure should not only stimulate 


Sea ACCUM eS CES Re) 


ERR CU COMMAS eM CORO 
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the noggin with its entertaining plot, 
but also its deep and varied selection 
of stages. 

Boasting 20 more missions than its 
Microsoft counterpart, 16 additional 
vehicles, and a multiplayer mode that 
was time-omitted from the green 
version, PlayStation 2 owners may 
have the bargaining chip they need to 
help them decide which platform to 
pick it up for. The extra “Free Roam” 
mode should be help, too. 

While Wreckless: The Yakuza 
Missions may not end up to be as 
pretty as the original Xbox version, the 
extra features could more than make 
up for it. We'll have a full review, soon. 
JEREMY DUNHAM 


So what if it’s not as good looking? Hey, it’s 
got lots more stuff to do in it! 








Sa 


ib: ee 
A He may not be as flashy as some of the other characters, but Ryu is still definitely one of 
the best and most-balanced. 


A It’s amazing how many characters Capcom 
included in this sequel. There are even more 
hidden ones! 


A Most of the special attacks, such as this 
walking Zombie, are extremely over the top, 
but correspond well to their characters. 


TO SURVIVE, YOU MUST CHANGE INTO A WARRIOR. 
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PUBLISHER CAPCOM | DEVELOPER CAPCOM | RELEASE DATE FALL | TYPE FIGHTING | MAX PLAYERS TWO | ESRB RATING TEEN 


MARVEL vs. CAPCOM 2 


s)sT V/V 


The craziest Capcom fighter yet 


graces [he PS2 


here are generally two 
schools of thought when 
it comes to Capcom 
fighting game fans. 
There’s one side that 
tends to stick to tradition and play the 
more regular Street Fighter titles, 
including the various incarnations of 
SFIll. Then, there’s another side that 
prefers a more complex system of 
fighting and larger cast of characters. 
These are the folks that pour quarter 
after quarter into the latest versus 
title. This sequel has been developed 
for them. 
Marvel Vs. Capcom 2 takes every 
major element introduced in a 


This is easily the largest and deepest fighter 
that Capcom has ever created. 


Capcom fighting game, tweaks it a bit, 
and then squeezes it all into one 
incredibly deep game. There are 
around 50 different characters 
included, which range the gambit 
from classic Ryu to Sonson and Ruby 
Heart, who are both brand new. Also, 
instead of the more established 2-on- 
2 combat that’s been seen in past 
versus titles, teams in this game are 
comprised of three characters. 
Visually, this arcade conversion 
looks great, with no hint of the 
slowdown that has plagued past 
PSone ports. The character sprites, 
while still low-res, animate beautifully 
and the polygonal backgrounds add a 
definite nice touch. All in all, Marvel 
vs. Capcom 2 is shaping up quite 
nicely and should be a welcome 
addition to the genre. STEPHEN FROST 
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STREETS 


TRUE CRIME: OF LA 


Genres collide in Activision's gritty OTA play-alike 


eeply rooted in the Hong 

Kong action stylings of 

directors such as John 

Woo and Ringo Lam, 

True Crime: Streets Of 
LA. is a classic “cop against the 
world” action story that combines 
several genres into one game for an 
intense trip down Hard Boiled alley. It’s 
also got its sights set on another big 
“crime sim”, namely Grand Theft Auto: 
Vice City. 

Possessing three different types of 
elements (driving, shooting, and 
fighting), the multi-layered structure is 
already looking strong in each of its 
components. Although the early build 
we played through was approximately 
40% complete, we can already begin 
to see the ambition level of the 
Luxoflux team. 

The most impressive aspect of the 
game so far has to be it’s driving 
model. Recreating nearly every square 
inch of Los Angeles, the meticulously 
recreated environments are almost 
identical to their real life counterparts. 
Traveling from spot to spot can be 


accomplished just like it is in real life. 
Want to take those back-roads you 
grew up around? Go ahead! Rather 
hop on the 101 and drive from end to 
end? You can do that too. A 
marvelous feat in many respects, the 
geographic accuracy absolutely rocks. 
But we shouldn't deny the 
potential behind Luxoflux’s traditional 
arcade shooting setup and its deep 
fighting game engine. On track to rival 
the top games in each particular 
genre, the team’s dedication to 
producing an excellent final mesh of 
the three sections is very admirable. 


A Shooting angry thugs is very much like a 
John Woo film. As diving, double-gun 
blasting, and slow-mo moves are the flavor 
of the day. 


Still a few months away, True 
Crime: Streets of L.A. has plenty of 
time left on the cooker. Frantic, story- 
driven, and full of possibilities, it’s 
already on our list of “games to 
watch” for next year. JEREMY DUNHAM 
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WACel (el EE 
Variety 


Unt CoM CP) Noma nM (a1 g (O)ELS 
genres that make up True 
Gaia ice tia ema n ta ee 
shooting—are more like fully 
fleshed-out games. There are 
also lots of indoor scenes. 

Hill 


Téripie 


TRU MM yc CIEL CR el Cy 
the bad guys out Lethal Weapon style or 
just use your karate skills. 


It may seem like Grand Theft Auto, but there's 
lots more stuff to do! 


A The fighting game engine is very much like a traditional genre title. With energy bars, 
special moves, and completely breakable surrounding objects. 
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A The camera system could be a hindrance A Check out the wheels on this robot’s 
for some, but finding a good angle is part shoulders—he can transform into a giant 
of the strategy. tank! Shades of Optimus Prime? 


. ; ES 5 3 i ‘i 
i a ™ aT: ip % ] 
i ik. his, : - a r : = 
ie A 1) A eG do VY m é t al ‘4 Almost everything can be smashed, and a 2-player mode may also be added—will these 
cities last through 50 missions? 
o be honest, most giant massive, lumbering colossus of iron character’s own eyes. In fact, you have _ rocket fist at a doomed enemy robot. 
mech games feel just like and steel, bristling with incredibly to be careful — if the action gets too It felt totally unique, and incredibly 
military action titles—you destructive weapons and just waiting close, you might get squashed. satisfying. We can’t wait for more. 
could swap the mech with _for you to tell it what to smash first. Equally important is a novel control ERIC BRATCHER 
a tank, a snow speeder, or There are two big factors that con- — scheme in which you control your 
Solid Snake, and the gameplay tribute to this awesome sense of robot's legs with the shoulder buttons 
wouldn’t actually change much. RAD, scale. First is a unique camera system: — and arms with the analog sticks. It 
however, is different. For what may be you play as the human controlling the sounds weird, but within five minutes, 


the first time ever in a video game, robot, not the robot itself, and you we were throwing haymakers, firing 
you truly feel like you're controlling a watch robot battles through your laser beams, and even launching our 


Imagine if you had your own gigantic robot 
and it kicked ass. See how cool this is? 
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SAVE HUMANKIND, YOU MUST CHANGE INTO A HERO. 
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eM Sa el 
WILD SIDE 


Ratchet’s myriad of gadgets 
aren't just for shooting stuff— 
he'll need them to get around 
Htc] tt Me) g Om Colom LE CHET 
action-platformer fashion, there 
Ti Merem= Melani elmo) mealal liars 
Cage) uretecu 0 iia lc ee) ne 
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hatever you do, don’t 
call it an action- 
platfomer. Insomniac 
Games wants you to 
think of its latest 
endeavor as the world’s first true 
action RPG. While that’s certainly 
debatable, Ratchet & Clank is defi- 
nitely anything but your typical 
action-platfomer fare. Sure, there’s 


plots of jumping and shooting, but 
the sheer customizability of the 
experience is what will surely 
advance the genre. 


Choose Your Own Adventure 
The #1 goal of the game's developer 
is letting players determine how 
they’ll tackle a certain enemy or 
obstacle, so there’s not just one 
locked-in way to do it. For example: 
you can run in, guns blazing, and 
take out enemies—but risk taking 
damage. On the other hand, you 
could throw some mines between 


It’s got loads of items and is absolutely huge, 
but can it really revolutionize the genre? 





¥ You'll need a big gun like the Devastator to take 
out the game’s massive enemies, such as this tank. 
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RATCHET & CLANK 


Big guns + big levels = big fun? Insomniac hopes if all adds up... 








Ratchet and his foes, use the Taunter 
to call them to you, then sit back and 
watch the fireworks. . 

There's also 
another 
important side 
to Ratchet & 
Clank: the robotic 
sidekick’s solo 
adventures. The little 
guy will actually go it 
alone for several of the 
game's levels, introducing 
some unique play 
mechanics. In the examples 



















oa 
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we've seen, Clank can command 
smaller, but more lethal robots to 
attack enemies for him and 
accomplish other tasks. This kind 
of gameplay variety, combined with 
huge worlds and the huge (and 
( , long talked- 
about) arsenal 
of weapons, is 
what really has 
us excited. 
RANDY NELSON 
4 Ratchet’s gota 


weapon for just about 
every situation. 






A Unlike Daxter of Jak and Daxter fame, Clank 
actually gets to adventure on his own. 





A Some enemies will attack in swarms—that’s 
where rapid-fire weapons come in handy. 


CHANGE OR DIE. 
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www.robotechgame.com 
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Visit www.esrb.org or 
call 1-800-771-3772 





for Rating Information. 
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Visit www.esrb.org or 
call 1-800-771-3772 
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PLAYERS 

















Go to work. 
Crush people. 
Get paid. 

You gotta love this job. 


Show off your moves on the turf. And in the zone. 


Where the players play. 
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The ultimate judge. 


PlayStation 2 madden2003.com 
® 










Weicome to the 
500-mile commute 
with only 

one parking spot. 
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Dynamic Deke Control. Sweet stick skills to freeze the D. 





You got new moves. So do the goalies. It's only fair. 


Every great magician uses a magic wand. 
This one makes frozen rubber disappear. 








PC 


PlayStations easports.com 
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A Don’t let the brightly colored appearance fool you: this series tends eet ¢ ahs 
to have deep, meaningful stories and well-developed characters. ro 





WILD 


Sony's heavily-armed RPG series 


reloads on PS2 
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WN 
VARIETY 


The creature designs in Wild 
PAVED IKWA Tel Ve/g(ect mod {elk SLUNG 
lush, ranging from Godzilla-like 
summons to transparent, levitat- 
aye OLA 







i 








ony’s Wild Arms RPG 
series is nothing if not 
chronically underrated. 
However, this upcoming 
“stroke-shaded” (note the 
colored pencil-like textures) sequel 
may finally enable the series to 
take its place beside the other big 
RPG franchises. 

The unique, Old West-meets- 
medieval fantasy setting is back, in 
which you'll grab your six shooters 
and blast away at a dragon. Also 
returning are simple environmental 
puzzles, which the player will solve 
using freezing blasts, flaming cards, 
bombs, and a steerable boomerang. 
The various weapons can be cus- 
tomized as heavily as before, and the 
soundtrack music is as fun and cre- 
atively appropriate as ever. In fact, the 
only major non-graphical change is a 
new, turn-based battle system that 
looks great and has a traditional feel. 

There are four major cast 
members, all of whom are “drifters”, a 
sort of cross between a bounty hunter 












and a policeman. The first of these is 
Virginia, an 18 year-old lass who 
carries six-guns and wants to be like 
her long-lost father. She's joined by 
Gallows, a shaman-like indian who 
carries a shotgun and runs from his 
destiny; Jet Enduro, an Uzi-toting 
drifter with sticky fingers and no sense 
of loyalty; and Clive, a noble sniper 
who's cursed by a tendency to fall 
short of his goals. They all meet on a 


train carrying a valuable artifact, 
though where the story progresses 
from there is anybody's guess. One 
thing's for sure, though—we're eager 
to find out. ERIC BRATCHER 


¥ Battles are turn-based now, but four party members can fight at 
the same time. 


The Lost World meets the Wild, Wild West in 
this latest installment of the Wild Arms series. 





os: aS 
& Each character has a special tool used to 
solve puzzles. 


Tealelalele 
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A Unlike the previous Tenchu games, the draw distance isn’t an issue anymore. You can actually see the entire levels at 
once—which really helps in avoiding enemies and planning strategies to deal with them. 


TENCHU 3: 


The series that sparked the stealth craze 
on PSone returns fo shed more blood 


ook out, Shinobi—you’re not alone. The 

latest Tenchu game is gearing up for 

release next spring and, unlike Sega’s 

offering, it focuses less on arcade-style 

slashing and more on stealth, cunning, 
and good old ninja gadgetry. 

The most immediately noticeable upgrade over 
the last two (PSone) games in the series is the 
world detail and draw distance. Gone are the shaky 
textures and black “fog” that made seeing the 
enemies you're supposed to avoid difficult. But it’s 
more than just a graphical upgrade—various 
gameplay elements are being tweaked and 
expanded to ensure a much more polished game 
than before. 

Case in point: you can now lock onto foes and 
use weapons they drop when killed. New tech- 


¥ Kill an enemy and you'll be able to take 
their weapon and use it against others. - 


Ba 


A Performing stealth kills will now earn you new 
abilities, such as better attacks and evasive moves. 


niques (such as an elbow smash and the ability to 
slash while flipping over enemies) can also be 
learned each time you max out your stealth kill 
meter. There will be new items as well, such as a 
pinwheel bomb that sticks to enemies and can be 
remotely detonated. 

Three total characters are in the cards, but only 
two (Rikimaru and Ayane) have been revealed thus 
far. What we've seen is looking good—expect more 
soon! RANDY NELSON 


It’s still early, but we're already jazzed about the gameplay 
and graphical refinements. 
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4 She's 
not afraid 
of bats, 
demons, 
or Nazis... 


BloodRayne 
is one tough babe. 


ew Y\ 


A 


perme eee S| 
A 


id sequels, it’s al 
heart-warming to see a 
company strive to create an 
original character and game 

experience. Majesco seems to be 
doing just that with its new horror- 
themed action title, BloodRayne. We 
took a quick look at this promising 
title earlier this year, but it’s only been 
recently that the game has started to 
truly come together. 

BloodRayne stars a half-human, 
half-vampire heroine who's sole 
purpose in life is to hunt and destroy 


With Matrix-like moves and a lust for blood, 
we see Majesco’s heroine going places. 


supernatural evil.\\Using her twin 
blades and a huge arsenal of guns, 
you'll have to guide her through 40 
levels spanning three worlds: 
Louisiana, Argentina and Germany. 
But it’s not going to be very easy. 
Countless armies of Nazis, swamp 
creatures, and bats are going to be 
there to slow your progress. 
Fortunately, you'll also have access 
to what the developers are calling 


fe or 
Moves 


Not only is our heroine ultra- 
sexy, she's also got some hot 
moves that you'll see plenty of 
in the game. 


Pea 


Special Dhampir Abilities. Basically, as 
you make your way through the 
game, you'll unlock special skills, such 
as slow-motion, a zoom view and 
aura-based vision. It’s pretty neat to 
watch BloodRayne slice a Nazi in two 
and see the body parts fly through 
the air at 1/3 normal speed. 

In between all the shooting and 
cutting, though, players will have to 
make sure that BloodRayne feeds 


iy 


TYPE HORROR | MAX PLAYERS GNE | ESRB RATING PENDING 


A Using your blades instead of a gun 
increases your Bloodlust meter. Fill it up 
and you can activate a special attack. 


4 You'll come across a large assortment 
of horrific enemies in this game. Good 
luck sleeping afterwards. 


‘Majesco sinks its teeth into an 
\ all-new PS2 heroine 


often. Simply hitting the Square 
button will cause our heroine to 
pounce onto an enemy and start 
drinking. What's cool, though, is 
that you can actually rotate your 
victim and use them as a shield as 
you drain them dry. Now, that’s 
cool. With a Halloween release, we 
should hopefully be able to review 
the game shortly. Check out these 
hot shots until then. STEPHEN FROST 
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e knew something was up with 

NBA Live this year when the 

developer asked us what we 

thought was wrong with the 

franchise. That was a shrewd 
move because Live didn't make the leap to the 
PlayStation2 very smoothly. In fact, EA Sports not 
only listened to complaints from sports gamers, it 
actually addressed the issues and made NBA Live 
2003 a vastly improved title. 

For starters, online play has been added as a 
PlayStation2 exclusive. So, if you want to play 
head to head against a friend or download fresh 
rosters, you can only do it on your PS2. But even 
the minor details have been enhanced, like better 
rebounding, cooler shot blocking, more realistic 
contact, and enhanced Al that makes the game 


Y Better faces, better animation, 
better control... better game. 


a 


adele 


The most 
improved 
NBA Live 


) game ever! 


4 Finally, you get complete control over your dribble 
and moves. Just use the right control stick. 


SR 


play much better. Way to go, EA! 

However, the coolest improvement is the added 
use of the right analog stick. You can utilize it to 
control the ball, dribble behind your back, stick a 
crossover, swat down passes, or hang the ball out 
with one hand to tempt a defender like Michael 
Jordan. You control it with the joystick... it's not a 
canned animation. We tried it and loved it. This 
could be one of the best new innovations in 
basketball videogames since they went 3D. 

DAN EGGER 


They asked... we told... and now NBA Live 2003 is a vastly 
improved title! Way to go, EA Sports! 
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shambling 


—m 


NC 


4 As you can see from this screenshot, battles can get quite 


large and involved. Attacking in groups is always better. 


ith the PlayStation 
2 finally going 
online, developers 
are scrambling to 
release titles that 
take advantage of this new feature. In 
most cases, the games will simply 
feature a standard online component, 
like deathmatch or stat-tracking. 
However, in the more extreme cases, 
the games will completely lack a 
regular single-player experience in 
favor of a completely online, multi- 
player adventure. EverQuest Online 


Where else can you get a constantly evolving 
game world for only, like, $10 a month? 


4 There are a number of realistic weather 
effects including fog, rain, and snow. 
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EVERQUEST 


ONLINE ADVENTURES 


Adventures is a perfect example. 
EOA is quite unique and very 
different. You'll only be able to play it 
online, but that’s just the beginning. 
The world that you'll be playing in, 
Norrath, is amazingly huge. It covers 
over 320 square miles and is incredi- 
bly diverse. You'll see vast mountain 
ranges, foggy swamps, giant cities, 
countless dungeons and virtually 


eee 
OF VARIETY 


Considering the size of EOA’s 
world, there needed to be a 
large variety of terrain for 
players to discover. Believe us, 
players won't be disappointed. 


1 cael dials 
See) <- tet keer) cara 


Target 


Bc 
Boise keelt ie 


eee VRE aOR TN NRO Le 
planet, plus plenty that they can’t. You'll spend several months just trying to see it all. 


The popular online PC RPG 
gets a PS2 makeover 


everything else you can think of. 
Players will have complete control 
over their appearance and can 
choose from several million different 
variations spanning nine distinct races. 
Adjust your hair style, skin color, 
tattoo size, gender and even facial 
hair in order to come up with an 
online persona that’s distinctly you. 
EOA will also introduce something 


¥ The control interface has been completely redesigned from 
the PC version so that combat is even easier to get into. 


wwwepsmoniine.com 


else new for most console owners: 
monthly fees. That's right. You'll have 
to pay an as yet undisclosed fee 
(probably $10) for the privilege of 
playing the game. And, in return, 
you'll be able to play as often as you 
want, for as long as you want, in a 
world that’s constantly growing and 
evolving. We can’t wait to explore 
that world. STEPHEN FROST 
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A The streets of Tokyo are swarming with all manner of enemies—which is 
just the way Hotsuma likes ‘em. 


SHINOBI 


Ninja swords... ninja stars... 


ninja... dogs? 


ust when we thought Shinobi couldn’t 
sound any cooler, Sega busts out with 
new details that have us salivating 
even more. What are we talking 
about? Well, for starters, there’s the 
fact that the tank enemies (first seen in last issue’s 


Shinobi feature) are actually possessed by demons. 


Pretty funky, huh? Not only that, but Hotsuma will 
actually be able to slice through them—their 
cannons, treads, etc.—with his katana and they’ll 
bleed. Yep, they’re full of guts, folks. 


¥ These tanks look mean, but you can actually 
slice them open with your sword. 


One thing's for sure: this game is going to have some of the 
craziest enemies ever! 
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Another just-revealed enemy is actually a dog... 
a ninja dog... wearing samurai armor and holding a 
blade in it’s mouth. No—we're not kidding. Sadly, 
despite plenty of pestering on our part, the dev 
team at Overworks still has no plans to include a 
ninja dog sidekick for Hotsuma a la Shadow Dancer. 
Maybe next game? 

We've also gotten to check out some new 
footage (still no new hands-on, alas) of later levels, 
including a stunning scene where Hotsuma is 
running through a Tokyo street with buildings 
ablaze and enemies jumping out of everywhere. 
Even if there's not a lot of actual play style changes 
between levels, the sheer visual variety should help 
things a lot. We'll have a hands-on next issue! 
RANDY NELSON 


A Here we see Hotsuma at a decided advantage: 
his enemies’ eyes are covered up! 
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o oa Travel The 
- elite 
Es In Haven, you can use a large 
Pen, assortment of vehicles. You'll be 
os able to travel across the ocean, 


through the air, or even into space. 


: rae A pe +. Wee Poa 
y Whatever you do, don’t let go! Our hero will end : PUM es eM OR reece cece ie) CROCE Ueda em 
up in perilous situations like this all the time. Pee Ree ew RC RUC aC oe 


% 





—— 7 Y The gameworld is simply huge and you'll be able to 
J explore all of it. You'll definitely need the skills, though. : a 


a 





A Watch out for the 
lava! The dangers 
in this world are 

definitely of the 
“real” variety. 


<4 He may 
not be 
7” the most 
normal- 
looking guy, 
but our hero 
definitely 
has the skills 
needed to 
save the world. 


i ‘ ee a , n ; a a rf 
With a huge world that begs exploration and 
@ lots of vehicles to explore in, this game rocks. 


Midway's most ambitious tite yet lands on PS2 possibly the future of gaming as we 


know it. The best part is that despite 
the vast array of content contained 
within, the play experience simply 
ace it, there are just too everything Jak & Daxter wasn't. broken down into 40 levels and 15-20 _ builds off concepts you’ve encoun- 
many good games out there You spend most of the time saving _ visual styles is half the fun. Incredibly, tered countless times before. 
for a lone mortal to play in an extraterrestrial race in third-person anything seen from up high can also Wildly ambitious—and a pet 





one lifetime—a dilemma action-adventure mode. Stumble be spotted up close while on foot, project of Traveler’s Tales CEO, Jon 
Traveler’s Tales aims to across a speedboat, buggy or which, thanks to the art of Shadow Burton, who self-funded the game for 
correct. Their latest creation, Haven, spaceship and boom!—it’s race or Master veteran Rodney Matthews, is 3 years with 30 people—it might just 
rolls ‘em all into one convenient spaceflight combat simulator time. quite the surreal treat. be the title that puts both his 
wrapper. Sans load times, defined level Acquire the right vessel, and you From turret shooting sequences to company and Midway back on the 
transitions or a clearly established can even launch into orbit. Truth be laser battles with giant droid mini- hardcore gamer’s map. 
product niche, it’s gunning to be told, swooping low over 5 planets bosses, it’s a wild ride and quite SCOTT STEINBERG 


74 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #63 OCTOBER 2002 / www.psmoniine.com 


(al hs 


A With such great handling, impressive visuals and endless modes, this game 
looks to be a true winner in a rapidly growing genre. 


RALLY FUSION: 


More modes than you can 
fhrow a stickshiff af 


ver the last year, the 

genre of rally racing 

has risen from relative 

obscurity to achieve a 

high level of populari- 
ty. It seems every major developer 
has either released a game or 
plans to in the near future. Not one 
to be an exception, Activision has 
partnered with UK developer, 
Climax, to craft its own unique and 
very authentic title for rally fans. 
Based on a prestigious race held 
annually on the Canary Islands, 
Rally Fusion \ooks to differentiate 
itself from the pack by leading in 
the sheer number of game modes 
it has. 


A The course designsin Rally Fusion are 
some of the best for the genre. 


Truly, this title has a mode for 
every type of gamer. From straight 
races to time trials to uphill chal- 
lenges, there’s simply so much to 
see and do. You're gonna find a lot 
of meat here and it’s gonna take 
most people a good deal of time to 
eat through it all. It also helps that 
the game looks so good, with some 
of the best rain and fog effects 
we've seen yet. The handling is 
pretty much dead-on and definitely 
more responsive than a lot of the 
other competitors out there, as 
well. We just can’t wait to get a 
final version. STEPHEN FROST 


A The cars can get quite damaged during 
races. Smashed windows are the norm. 


With such a large number of modes, you'll 
be playing this game for a long, long time. 
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Your pulse pounds in your temples. 









Your crewmembers lie dead or 
dying around you. All you know for 
sure about the alien invaders is 
that you’re neHt on their hit list. 


Time is running out. So is your life. 


n takeover as an eniled 
in an intense sci-fi. 
or adventure. 


Struggle to outthink. outrun and 
outgun intelligent foes who learn 
from your behavior and adapt to it. 





2 ae AUN WL 43 HELL eens ee ne ne hs 
. from the edge-of-your-seat tension 


HUNT OR BE HUNTED to the voice talent of top Plendel op 





MNAL 
FANTASY 
A 


hile PC owners have been 
traversing massive online 
virtual worlds for years 
now, Square’s Final Fantasy 
XI offers up the first such 
RPG experience for 
console gamers. After a few months 
with the final Japanese build (and the 
beta version before it), we’re more 
than convinced that the much-hyped 
(and questioned) online project is a 
resounding success and a true killer 
app in Sony’s online gaming plans. 
You may have fought and 
defeated Ruby Weapon, you may 
know why, in America at least, the 
release of Final Fantasy Vil preceded 
the release of titles bearing the 
names Final Fantasy I¥ V and VI, but 
that doesn’t matter. With Final 
Fantasy XI, Square levels the playing 
_ ground for all gamers by entering 
_ uncharted territory. In FFX/, you'll find 
Chocobos, air ships, a job system and 
a few classic FF music pieces, but 
that’s about all that the game shares 
with its predecessors (there’s no Cid 
to be found yet, either). 





Where’s the Story? 


Perhaps the biggest shock to many 
will be the lack of an epic storyline. 
No main character who's half jerk 
teaming up with a big party, one 
member of which will fall in love with 
him and then later die, in order to 
defeat an evil force that threatens the 
world. There is a background story to 
the game involving the interplay of 
three kingdoms, and many of the 
computer-controlled denizens popu- 
lating the towns that serve as the 
starting point of your adventure have 
their own stories to tell, but this game 
isn’t at all story-driven. 

Instead, you're supposed to get 
your kicks just by existing in the 
game's online world, which is 
populated by hundreds of live gamers 
like yourself. Square has risen to the 
occasion by providing the most com- 
pelling world we've ever seen in a 
console game, the huge and detailed 
land of Vana’Diel. A walk-through of 
one of the towns where you start 
your adventure and meet other char- 
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acters can take upwards of ten 
minutes, and you can enter into most 
buildings in order to purchase 
weapons and items and hear a few 
lines of dialogue from locals. In the 
castle grounds of the Sandoria 
Kingdom, you'll find such details as a 
lookout tower, which offers up views 
into the outside world, a stable for 
Chocobos and a dock for airships. 
Head outside town, and you'll 
encounter dense forests, irregular 
land formations, hilly terrain that can’t 
be traversed on foot, and cliffs over- 
looking valleys. We're not even sure 
how big the world is; it’s certainly big 
enough so that most players won't be 
able to access it in its whole easily. 


A World That’s Real 


This is just the starting point. FFX/ 
features a day-night cycle set to an 
accelerated time scale, and as night 
approaches, the moon comes out and 
lights are turned on indoors. 
Adventurers brave enough to journey 
into the outside world during the 


What we’ve 
learned during 
our first [fhree 
months of living 
in Van Diel 


night (the beasts stalking the wilder- 
ness seem to become a bit stronger) 
will find an occasional camp ground 
with a bonfire; it doesn’t replenish 
your health in any way, but it’s 
certainly homely. On top of the day- 
night cycle is changing weather. We've 
seen clear days turn to overcast, fog 
and rain, and all of it affects gameplay 
in that your character's visibility is 
hampered in bad weather, making 
battles a little tougher. 

It’s impressive just on its scale and 
attention to detail, although we 
presume due to the presence of 
hundreds of simultaneous online 
players, the technical side of things 
has taken a shot with a low framerate 
and pop-up in the distance. You 
probably won't be as impressed as 
you were with FFX, but having spent a 
considerable amount of time in the 
virtual world, we've come to appreci- 
ate the achievement. With all the stuff 
going on in the background, including 
the presence of other players who, 
for all we know, could be playing the 
game from thousands of miles > 
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Exact your deadly revenge with precision and grace. 
Unlockable secret movies and action figures. 
Dramatic movie-quality cut-scenes. 

Super-powered special weapons. 

Destructible environments. 
Nightmarish boss battles. 
Disposable enemies. 









(e 


PlayStation.c) ae 


FINAL FANTASY 










A With such a huge world to explore, 
players will constantly see new and unique 
things at every turn. From vast forests to 

populated towns, FFX/ seems to have it all. 


EVA U VA 


FFX1 is the first PS2 game that you 
don’t play through a DVD or CD. 
Instead, you install the entire game 
to your PS2 hard disk along with the 
Play Online browser software, which 
is used to launch the game. All the 
installation, as well as connecting to 
the internet (at least with 
broadband) and registering for an 
Flee) Vp areceere Is Url HNO A rect By 
can be, requiring no thought on your 
behalf (just make sure you have a 
credit card number). The only trou- 
blesome point is how long things 


» away, one gets the feeling that the 
PS2 is most definitely sweating its 
way through this one. 

Walking around through the world 
can only hold your interest for so 
long. The primary point of Final 
Fantasy XI, as with other titles in the 
genre, is to build up a character, in a 
sense creating your own story of sorts 
as you play. Character creation and 
development is suitably complex. 
Your character can gain experience, 
rising in level and earning new spells 
and abilities, and you can also change 
your chosen job at any point in mid- 
game to, initially, one of six possibili- 
ties. Tired of being a knight? Then 
change yourself briefly to a magician 
or a thief. Each job must be built up in 
level from the starting point, but 


A Similar to EverQuest, combat in FFX/ is 
pretty simplistic. You basically select what 
you want to do and the game handles the 
Pcie Clee Sen CUCM mrt 


take—nearly two hours from start to 
finish, and then you're faced with... 
PATCHES! Yes, folks, patches are 
now going to appear in the console 
world. A burden to PC owners since 
the days of old, patches are needed 
to fix bugs and add new gameplay 
elements and features. 


you're still able to use spells and tech- 
niques learned from other jobs. 


Combat For All 


The battle system has been a bit on 
the simple side through our play thus 
far. When you see an enemy, you 
select an option to attack, and your 
character does just that, automatically 
according to his statistics and 
equipped weapon. You can move your 
character around freely during battle, 
although it doesn’t seem to affect the 
outcome. Your main task during battle 
is to cast magic spells, make use of 
techniques that are at your disposal, 
and use items. You're also there to 
determine when enough is enough; if 
you feel overwhelmed, you can cancel 





“You probably won't be as impressed as you were with FFX, 
but having spent a considerable amount of time in the virtual 
world, we've come to appreciate the achievement” 


an attack and flee (although most of 
the tougher enemies will follow you 
relentlessly, casting spells at you from 
behind), or call on other players in 
the area for help. 

Enemies can be tough in this 
game depending on how far out you 
venture from your home base. 
Surrounding the castle or town walls 
are tiny rabbits and worms, just 
perfect for leveling up. Go a bit 
further and you'll find ugly ogres, 
some of whom seem to work 
together in groups. Some of the 
enemies are just fiendish and will wait 
to attack you while you're in mid- 
battle with other enemies. You can 
view stats on enemies before hand to 
get an idea of your chances for 
success, although don’t be too afraid 





of experimentation, as you can die as 
many times as you want in the game, 
the only penalties being a return to 
your home town and the loss of 
experience (which can eventually 
make your character lose level). 


Party All The Time 


Your best bet for success in battle 
and for leveling up quickly enough is 
to team up with a large party, and 
Final Fantasy XI makes things easy for 
you with a complex chatting system 
that, obviously, requires a keyboard 
for efficiency. Screenshots of the 
game look a bit cluttered due to the 
presence of a big chatting window, 
but having played the game, we 
wouldn’t have it any other way! In > 


CHARACTER CREATION 


When choosing your FFX/ Online alter- 
ego, you're given 5,760 possibilities. 
Eight character classes are at your 
disposal, ranging from elves to human- 
ish characters, all the way to big brutes 
like the Galka and the cute, pint-sized 
Taru Tarus. Each character features 
eight different faces, two different hair 





Seatac eee 


ee Bea 






styles, three body sizes, and can be 
assigned one of five different default 
Jobs and placed in one of three very 
different kingdoms. Throughout your 
adventure, you'll be able to equip 
weapons and armor in sixteen 
different body areas, giving your 
character an even more unique look. 
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MY HOME 
Ina world as big as Van'Diel, | 
it’s good to know that you’ve _ 
Sewer ena) 
A Since the world is persistent, you can ist to be alone. Each player | 
expect constant changes across the world. has their own home, which no | 
Oye Tem UML 
castle or town of their 
Teme reeses yy Caselli T 
| out to the Residential Area. You 
Bd ; POM CRO Ma EU omCeLm ( 
x store items (you can only carry 
EMM me mL 
Fl you), and can even buy and 
4 With such a focus on jobs in FFXI, it’s « < cleus furniture Ly 
better if you switch professions as often as aes _ a BU Com yc ru rer SU 







you can. The more skills you learn, like seiner . A Shops are very useful in that they can adventuring in the other two 
fishing, the better your characters will be. supply you with all those needed items. POCO CAMO ET aH 
se ; aOR MCC RRS 
oe ero i : E SHES & addition to sending messages, you real world: rent a room, pre- 
AAT é > can execute a variety of gestures and sumably for a small fee. 
A’ A INE ®. greetings through simple commands 


of the form “/bow” and “/nod” and 
can save the user names and informa- DISAPPEARING ACT 
tion of friends you’ve encountered. Early May 16, 2002. Nearly 
Once you've met players that you like, 100,000 gamers pick up copies 
you're able to store their IDs in a list of Caio (AE lela cart [a] tt 
fice : ! 5 friends (assuming you're given signs go up at retailers 
_ SAND'O | WINDUR permission to do so); in later gaming throughout Japan. Square 
sessions you can seek them out and Su TACIT Ty of 
send messages. USM la cnr ES CUTL Fole 
Party gameplay is clearly central to Pc TSA TLE CL 
the FFX/ experience. Most of the | have managed to go multi- 
strategy for battle actually appears to JM UEMUNTURU TN EMC 
come from assembling a party with a Boma eR a 
balance between spell casters and __ was by design. Currently, the 
sword bearers. You can, of course, PeeSUouc I INAC CUE) [S| dia 
fight by yourself at all times, but you retail and seems to be settling | 


need to be in a party in order to > UES SELLE Lat CY 
_ thousand copies per week. 
¥ As your experience increases, you'll be 

able to take on the larger and more 

dangerous creatures, like this dragon. FIN AL 


FANTASY yan 
Early May 16, 2002. Nearly 
10,000 gamers log on with 
FFXI for the first time (what 
the other 90,000 who bought — 
the game were doing, we’re 
DiC eee eee a eer) 
overwhelmed and instantly 
collapse. Despite a quick fix 
DTaP MT eet 
server outages, the worst 
having kept us from playing for 
three days! Not that we’re 
‘complaining too much, though, 
__ as to keep everyone happy 
Square has waived the first 
‘month of the game’s 1299 yen — 
‘monthly access fee. Hopefully 

_ we'll actually be able to play — 
BM mtiairleg eile aia 
that month. For the record, 

_ FFXI can only be played while 

_ you’re connected online; there’s 
Pedic ane er cy Cat Co 
in the game speak of. 


Mild Violence 
Suggestive Themes 


Comic Mischief 


© 2002 Twentieth panty Fox Film Corporation. All rights reserved. Fox Interactive, The Simpsons and their associated 
logos are trademarks of Tw: 


entieth Century Fox Film Corporation. “PlayStation” and the “PS” Family logo are registered 
trademarks of Sony Computer Entertainment Inc. All other trademarks are the property of their respective owners. 
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‘THE CODE MONKEYS 





A Some of the most beautiful environments 
are found in the snow-covered areas. 





“We're not even sure how big the world is; it’s 
ROUTAN ORONO TAOMUITUOTNVOCATORM COTW 


able to access it in ils whole easily” 





> fight alongside other players; you 
can’t just go up to an ongoing battle 
and join in. Six players can join 
together at once, but you can have 
three groups of six teaming up in an 
alliance for a total of eighteen simul- 
taneous players all fighting the same 
creatures! It’s truly a sight to behold 
and can almost be overwhelming 
with the amount of action going 
onscreen at the same time. 


EN 


Pick up your copy of FFX/ early 
next year, and you could find 

yourself playing with a bunch of 
PC users. The Beta test period for 
the game's PC version kicks off in 
Japan shortly, and PC owners will 


4 








mee © 


be running the test on the same 
servers as PS2 players. That 
means you'll be able to play 
alongside your fellow PC 
brethren! We're not sure if the 
game will allow you to determine 
who's playing on what system, 
but you're always free to ask. Just 
don’t be impartial to one form of 
player; that just wouldn’t be in 
the spirit of the game. 


Party-based gameplay has been the 
most enjoyable part of the game for 
us thus far. Just traveling around the 
countryside, engaging in battles, 
being healed by comrades, and 
watching others do the same in real 
time in the distance—it’s something 
different than what you've ever expe- 
rienced in a console game. Plus, if 
you get strong enough and make 








enough friends, you'll find yourself 
facing some epic battles versus 
massive bosses who reside in their 
own remote areas of the game’s 
world and have powerful trolls pro- 
tecting the paths towards their 
homes. Even ignoring the bosses, 
massive beasts will occasionally make 
their way into the castle and town 
surroundings, and players will be 
required to team up in order to 
defeat them. 


Quest Now, Paid Later 


But FFX] isn’t just mindless wandering 
and battles. The game offers up a 
number of quests, which are required 
fare for building up your character 
beyond basic levels. Quests range in 
complexity, some asking you to travel 
to the other side of town in order to 
give a message to a town resident 
with others asking you to obtain items 
or defeat certain enemies far from 


Y With hundreds of players running 
around constantly, there will always be 
opportunities to form parties and chat 
about past missions. Unfortunately, the 
only way to talk is with a keyboard. 
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town where powerful beasts stalk the 
weak and inexperienced. The more 
complex the quest, the more money 
you receive. You'll also find that some 
quests lead to other quests, 
eventually allowing you to join elite 
guilds of craftsmen within town. 
As with the rest of the game, the 
more complex quests are best 
accomplished in parties. 

Those who play long enough have 
even more in store for them. Get far 
enough and you'll find yourself jour- 
neying to the two countries outside of 
your own, although you can’t do so 
on foot. Truly long distance travel 
requires the use of Chocobos, which 
can be purchased at stables in town 
once you've reached a certain 
amount of experience. Other forms of 
travel include air and sea-going ships, 
both of which dock periodically at 
ports in town. You need a pass to 
board either of these, something 
which requires the completion of a 
particular mini-quest. 


Worth The Time? 


Unfortunately, to get this far in FFXI, 
you're going to need one thing: time. 
Progression through the game is 
notoriously slow; we spent hours just 
leveling up our character enough for 
surrounding players to begin to 
consider us as serious allies. With no 
surrounding storyline carrying the 
way you may find yourself wondering 
if there's a point to leveling up your 
character and collecting as many 
weapons and items as possible. 

But with its beautiful, strikingly 
realistic and massive world and the 
promise of an experience unlike no 
other in console gaming, you'll have 
to give a go at least once, even if you 
have no plans to play for months and 
months on end. Who knows, once © 
you've entered this Square-made 
virtual world, you may not ever want 
to return back to reality. 


Well Equipped 


The biggest hurdle for Japanese 
gamers trying to get online with FFX/ 
involves the PS2 hard disk. It’s not 
cheap, and it’s not even available at 
retail; Sony currently requires that you 
order the hard disk online through 
one of its broadband partners. You'll 
also need a keyboard, although any 
USB keyboard will do just fine, and, of 
course, an internet connection 
(broadband and narrowband will 
work, although if you go narrowband, 
you'll need a separate USB modem). 
We spent about $240 to get the 
game and all necessary equipment. Is 
it worth the price? We think so. Still, 
let's hope that the final cost in the 
US. will be much, much cheaper. [2 
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eThe character you choose determines how the 
action and event scenes unfold! 


Cy WMialel ica yo (-) Saat modes, including 2 player 
versus and cooperative! 


eMore than 40 playable characters with event scenes 
in full voicel! 


Xbox™: Coming September! 
PlayStation 2 : AVAILABLE NOW 
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@ Live your own Three Kingdoms experience! 
Play one of 535 characters from civil servant to the mighty Lu Bu! 


@ 10 scenarios with multiple endings and story paths! 
The fate of China is in your hands! 

@The biggest leap forward in the series! 
Amazing graphics, quicker gameplay, 
and added features! 


Available Now 
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Dynasty Tactics, Dynasty Warriors 3 and Romance of the Three Kingdoms VII are trademarks of KOE! Corporation and KOEI Co., Ltd. ©2002 KOEI Co., Ltd. All rights reserved. "PlayStation" and the 
"PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the 
U.S. and / or in other countries and are used under license from Microsoft. 
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course at once.* / Experience intuitive handling and super-realistic crash damage and graphics. 
TT CODEMASTERS.COM 
Visit www.esrb.org or 
call ; 1800-771 S772 PC > : Codemasters 
for Rating Information. —— CD A \ PlayStation. 
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Screen shots taken from PlayStation*2 computer entertainment system game play. 

*Number of cars on course simultaneously varies by platform. © 2002 The Codemasters Software Company Limited (“Codemasters”). All rights reserved. “Codemasters” is a registered trademark owned by Codemasters. “Pro Race Driver”™ and “GENIUS AT PLAY"™ 
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trademark of the Interactive Digital Software Association. All other trademarks and trade names are the property of their respective owners. 

















If you want to 
get by in Vice 
City, you'll have 
to deal with Diaz 
(left), Capo 
(right), and 
Buddy (middle). 
You don’t need 
them as your 
enemies... 


















Twice as big, 
beautiful, and 

aT -e-e d 
Bring it on! 


s any Tomb Raider historian will tell 

you, the sequels that follow a hit 

game aren’t always known for contin- 

ued innovation. With that in mind, last 
year’s groundbreaking Grand Theft Auto III wasn’t just 
a hit—it was a record-breaking, runaway smash. It’s 
the most successful PS2 game ever in both the U.S. 

| and Europe. It’s sold over six million units so far and 

it hasn’t even been released in Japan yet. 

So, when Rockstar invited us to take an exclusive 
look at the follow-up to Grand Theft Auto III, we 
wouldn’t have been surprised if it was basically the 
same game with a few tweaks. It isn’t. > 
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> Two minutes after walking into the 
room, our jaws hit the floor and 
stayed there. Welcome to Grand Theft 
Auto: Vice City, the latest chapter in 
Rockstar’s carjacking crime wave. It 
has the same control scheme as GTA 
CTPA NU ai ccleclI NVA la AOL elm) osc ae) 
the earlier game has been decon- 
structed, overhauled, amped-up, and 
reinstalled bigger and deeper than 
before. Not only is GTA: Vice City 
going to be every bit as good as GTA 
Ill—it’s going to blow it off the road! 


BRIGHT LIGHTS, 
BIG CITY 


It’s amazing just how much developer 
Rockstar North (don’t worry, it’s still 
the DMA guys—they just changed the 





You'll have to read this whole feature to learn everything we know about 
GTA: Vice City, but here's the quick and dirty version of the big facts. 


vvvvv vvvvv Vv WY 





Release Date: October 22 

Developer: Rockstar North (same team 
that did GTAI/I, with a new name) 
100+ Vehicles, including aircraft and 
motorcycles 


50+ interior locations 

40 Weapons 

100+ Missions 

Vice City = ‘80s-era Miami 
Vice City = over twice as 
big as Liberty City 

New targeting system 
Improved graphics 
Increased focus on storytelling 
Massive licensed soundtrack 
Exclusive to PS2 until 2004 











TET) MAM Uli sce mors (econ) SEM 
EMR el CMTC LAN 
Tell pare COOLER Alma Ce (nL) 
corrupt), slightly twisted version of 
Miami in the mid-1980’s, complete 
with ridiculous amounts of pastel 
clothes, palm trees, sports cars, and 
neon light. It’s between two and two 
and a half times as large as Liberty 
City was, and the entire map is open 
from the moment you start the 
game—no more waiting for bridges to 
be repaired. Moreover, it will boast 
much greater geographical diversity, 
NTde Cece laM lat MCLE CONTA CONTA 
areas jammed with towering sky- 
scrapers to neon-lit boulevards and 
run down slums—not to mention 
swampland, the ocean, and a whole 
network of rivers and streams. > 





PM ON ee UCR Ue cg 
PUM eT ere Ne 
You can almost feel the tropical breeze... 


4 NPCs are both better looking and way 
smarter this time around. “No, officer, these 
aren't the droids you're looking for...” 


A One of the new weapons is modeled after 
Ee a naar ier ae | a) 


A This gorgeous, ridiculously high-perform- 
ance automobile is called an Infernus. 
Smee ee ma 


RU a ame yim ucla 


|" “EVERY ASPECT 
OF THE GAME HAS 
BEEN AMPED-UP, 


OVERHAULED AND 
REINSTALLED” 





PO ONAN ia crea (ee o/s Avie 
you bikes. Not only does riding one — 
PCR BCL) ahr MLC biom itiait 

CENT lle laclecmiyi omelette 
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TALK SOME TRASH 


Psych out your opponent with a verbal 
kick to the groin. Throw some new trash 
i SIG PEEP their way and they'll be losin’ in no time. 
Gaming is a state of mind and 
body. Breathe. Chant. Light 
incense if you have to, just 
keep it away from the shag. 




















MASTER A PLAN OF ATTACK 


Throw in a meal and an extra blanket and 
you can play til’ dawn. Still not enough? 
Wipe that crust off your eyelids and find 
yourself a good excuse for callin’ in sick. 


LOSE CONTROL 


This means you'll be needing 
something soft to slam, flip, 
twist, or fall on. Shag carpeting 
not only looks good, it feels 
good. Leaving you free to grab 
your joystick and game on. 


GAME YOUR WAY AT BLOCKBUSTER’ 

Now you can RENT or BUY games and systems. Previously 
played games are up to 60% off the manufacturer's price. 
And with tons of copies, hot titles are guaranteed to be there. 
BLOCKBUSTER is totally committed to games. Are you? 
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Not only can you fly planes 


to be able to go inside the various and a helicopter, but if you 

buildings in Vice City. Their prayers wanted to land on the roof of 

h i 2 ni p 4 b that skyscraper in the dis- 
ave been answered. There will be at tance and snipe at someone 


least 50 interior locations, including a on the ground, you could. 
bank, a shopping mall, a coffee 

house (good for hiding out in), a 
nightclub packed with dancing 

ees OMT H RM LUNE =e mT) 
ticket counters and customers. Most 

of these places will be interactive as 
well. For instance, at one point in our 
demo, the main character went into a 
store and swapped his Hawaiian shirt 
and jeans for a bright blue suit. And 

be sure to visit the remodeled, 
expanded Ammu-nation, where we're 
told you can do “naughty” things 

you've always wanted to do. (Hel-lo, 
gun store robbery!) . 


Rockstar has also addressed the 
other burning desire that GTA /II 
players had: the urge to drive on two i 
wheels instead of four, Yes, easyrid- 
ers, there are motorcycles in the 
game. Quite a few in fact, from > 
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residents 

wear expen- 

sive clothes, - j 

CT ecm } | 
booze, and love Kane > 
to live life in the VW i (7 
fast lane. aaa 
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drive very expensive cars, and , 
Em re MMe eco 











cd 


A The neighborhoods in Vice City will range 
from a swanky, skyscraper-filled downtown 
PORT TG See CMEC 





Well, consider your wish granted—5O0 times over. There are all kinds of different places to go 
Verse em CMC OME UC ae et a) lee 


rand Theft Auto: Vice City Blondie, “Atomic” Cutting Crew, “(I Just) Died in Your Grandmaster Flash, “The Message” Laura Branigan, “Self Control” 

has a metric ton of music— from “Eat To The Beat” (1979) Arms” from “Broadcast” (1986) from “The Message” (1982) : from “Self Control” (1984) 

9or10h th. Pl Best heard after jacking one of those Best heard as the soundtrack Best heard while driving (or possibly fly- Best heard while in a crowded dance club 
NS or zs jours worth. Fius, sweet Ferrari-looking convertibles. to a nice assassination with a sniper rifle. ing) away after blowing up something big. where the shiz-nit is about to hit the fan-zit. 
it’s all licensed, so you're 


graduating from the admittedly A 


funny soundtrack of GTA III 
(though the talk radio station will 
likely remain) to the real sounds of 
the 80s. Here’s the tiniest sam- 
pling of the songs you'll be hear- 
ing as you ravage the city... 
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“THE NUMBER OF 
DRIVEABLE, JACK- 
ABLE VEHICLES 

WILL TOP OUT AT 
OVER 100” 


> Harley Davidson look-alikes to 
sporty crotch rockets. There are also 
tons of new boats to drive around 
SMV IA CUCM LCN \V CMM Ne ULe pred) 
Coast Guard cutter, a gigantic luxury 
F)]|ofeF=) rene etc) eee) 
speedboat. Dodo fans will be glad to 
1it=x=lam tat=\ Madge Welcome tell 
gable aircraft in the game now, 
including a M.A.S.H.-type chopper 
and a small, Cessna-like plane called 
a Skimmer that has pontoons 
enabling it to land on the water. Of 
Coto) P aod C Mes CM OTS ers a= Ae) 
trucks as well, many inspired by the 
popular sports cars of the ‘80s. 


DRIVE-BY FUN 


Overall, the number of jackable, dri- 
veable vehicles will top out at over 
100, more than twice as thick as GTA 
Iil’s 40-vehicle roster. But more 
Colt] LN [= OS] 
that these new vehicles will help to 
(oe Tem UMC ENA RO my Clin) om 
you can not only do drive-bys from a 
motorcycle, but you can shoot direct- 
ly in front of you while riding one, 
eS MUN EL LN Ald 












Michael Jackson, “Wanna Be Startin’ 
Somethin’ ” from “Thriller” (1982) 
Best heard while cruising neon-lit “Ocean 
Drive” at midnight, looking for trouble. 





A Flock of Seagulls, “I Ran (So Far 
Away)” A Flock Of Seagulls (1982) 
Best heard while evading cops ina 

turquoise, Lamborghini-ish sports car. 


FRFLOCK 


eee 









MEETING “THE FAMILY” 


In our continuing quest 
to give you all the 
information possible, 
PSM scored an exclu- 
sive interview with 
Tommy Vercetti, the 
main character in GTA: 
Vice City. We had to 
leave a little early 
because... well, just because, but we 
still found it very informative. Enjoy! 


PSM: Mr. Vercetti, thanks for taking 
the time to talk with us. 

TV: My pleasure. 

PSM: Hey, you know, talking to you 
in person, you sound an awful lot 
like Ray Liotta. 

TV: I’m flattered. Ray Liotta is a great 
actor. | especially found his perform- 
ance in Goodfellas quite... interesting. 
But | also believe his best work may be 
ahead of him, and coming up very 
soon. Got it? 

PSM: Ummm. Sure, whatever. So... 
































Hall & Oates, “Out of Touch,” from 
“Big Bam Boom” 
Best heard while lounging around off the 
Coast in Vice City’s new luxury sailboat. 


Vice City looks a lot like 
Miami, doesn’t it? 
TV: Yes it does. The two are 
very similar, but frankly, the 
good people of Miami would 
not appreciate some of the 
less appealing effects that my 
en business has upon Vice City. 
PSM: Okaaay. Speaking of 
business, what exactly is it that you 
do for a living? 
TV: Didn’t my business partners at 
Rockstar tell you? 
PSM: Well, we asked, but they said 
you told them that if they said one 
single word, they'd be sleeping with 
the fishes. 
TV: (Long pause, followed by leveled 
gaze) And does that not answer your 
question? 
PSM: Wow, look at the time! Well, 
we'd better be going. Don’t get up, 
we’ll show ourselves out. Thanks 
again! Bye! (Sound of running feet, 
door opening, and car peeling out). 


(1984) 


Pte ve sire arcy 
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Kool & the Gang, “Summer Madness,” 
from “Light Of Worlds” (1974) 

Best heard while taking an adrenaline- 
pill-fueled bat to some morning joggers. 


POOR URC CRE 
POUCA eet CLM tai WU) 
overhead leaving a trail. That’s realism! 


A Most boats in the VC have three speeds: 
very fast, insanely fast, and escape velocity. 
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wheels, so be careful when jacking this ride. 
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Judas Priest, “You've Got Another 
Thing Comin’ ” (1982) 

Best heard while roaring down the sun- 
baked highway on a Harley-esque chopper. 
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s°GRAND THEFT AUTO: VICE CITY — 


1 


> impossible before. Also, Rockstar that fails you, it’s never to late to fall 


ELM) Ce) eM CLO =M ene back onto what Rockstar describes as 
weapons will be usable from the a “cleaner, smoother” hand to hand 
chopper. Imagine sniping a target combat system that promises more 


from 100 yards straight up, or loading __ variety in punches and kicks. 

up your airplane with explosives so 

you can bomb a boat right out of the 

bay. There’s also more realism than WAR GAMES 

before: you can bail out of a moving With so many new gameplay elements 
MS fel now, and most vehicles’ tires being installed, it just makes sense that 


2 : : can now be shot out, making them ola Core MOCO MU MULE LC egy 
x ; ee Selma Me eeMe iCal ce) eM rele Une eR lg 
A Some people like to ride around town in a limo, while others prefer to drive 40 year- cote RUS aCe) ee) Tela be Mees Mem (eS | 
old beaters that they like to call “classics”. Which would you rather jack? police will eventually pull out spike will be at least 100 missions this time 
strips to try to take you down? (up from GTA Iil’s 73) and possibly as 
They’ll need all the help they many as 140. “We keep cramming them 


can get, too, because you'll definitely in’ says Dan Houser, Rockstar’s VP of 

be packing serious heat. GTA III’s 15- (elem MOOV mM Ce eCR I MIcgre) 
weapon arsenal has now grown to to be longer and more sophisticated, 
include over 40 entries. These range with high-end production values. Houser 
from a basic knife to a powerful six uses GIA Ill’s “Bomb the Base” mission 
shooter that resembles a Colt Python —_as an example, because it was one of 


and on to more exotic, way more EM EMM CONN EC ele PRUNE 
SS fare. Plus, using them will and was designed after all the various 
be easier than ever, thanks to an dev tools and game systems were up 


improved targeting system whose ret- and running at full capacity. For those 

_ icule will change color to tell you if who preferred the extra assignments, 
your target is armed or not. You can like the ambulance and Toyz ‘n the 
also kneel to steady your aim and neces NCO NAN OE AVeem SCI 
Tun e)ce) eM olU mre (@ ae e-(@VAr-lN¢ HN (=10) be more side missions and hidden > 







“THERE WILL BE 
AT LEAST 100 MIS- 
SIONS THIS TIME, 
AND POSSIBLY AS Fie 
“4 MANY AS 140” 8} & 
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— of status, power, and wealth! Better steal it. 








First-person 
shooting action 









Battle enemy giants 
from land, sea & air 






are Mike Wired, a gutsy WWII fighter lites ct Your plane is Me do 
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“WICE CITY IS 
BETWEEN TWO 
AND TWO AND A 
HALF TIMES AS 
LARGE AS 
LIBERTY CITY ” 


ol 


; an 
ert 


cae ue 
Cur Cl 


P secrets to find than ever before. 

Mission complexity will also ben- 
efit from a greatly increased empha- 
sis on storyline and plot development. 
Vice City is a production whose scale 
would send most Hollywood produc- 
ers running home to mommy. 

“Videogames we are now at a 
point where they are capable of 
doing things in terms of size, scale, 
and involvement that are way 
beyond what movies are doing,’ 
explains Houser. “The average 
Hollywood script is about 100 
pages. Ours would be about 2000” 
He's not exaggerating. GTA //I had 
about 3000 pedestrian comments 
alone—roughly an hour and a half’s 
worth of dialogue. Vice City looks to 
clock in with between 8000 and 
9000 lines of pedestrian dialogue. 
It will also boast much greater char- 
acter and plot development, with 
around 80 minutes’ worth of cut 
scenes (GTA II/ had roughly 30 min- 
utes) to help push the story along. It 
might have been even more, had 
Rockstar North not worked very 
hard to integrate plot development 
into the missions themselves, not 
just before or after each one. 


FAMILY TIES 


One of the more noticeable side 
C2) (le Me) mNeCere lm) CNOA 


COA M UMM Mat) c(a (ae 


actually has a name and a personality 
this time around. He’s Tommy 
Vercetti, a low-level mobster voiced 
by veteran actor Ray Liotta, an expert 
in bringing intense, psychotic charac- 
ters to life. Tommy has been jailed for 
the past 15 years after a drug deal he 
was involved in went bad. He no 
sooner gets out than the “friend” for 
whom he did the job calls, wanting 
reparations for all the money he lost. 
Time to get back to work. 

Rockstar is keeping the storyline 
under wraps, but promises an open- 
ended plot that “takes the player from 
being screwed, to getting more 
screwed, to eventually figuring out 
what’s going on’ Oddly, a Rockstar rep 
we spoke to referred to Tony as the 
“first” character, leading us to wonder 
if there are additional playable charac- 
ters (Rockstar would neither confirm 
nor deny the possibility). Either way, 
Tommy seems well prepared to take 
OPM Are] GAA ea OMe) (218 

However, whether underaged 
gamers can handle it might be > 





Ferrari 


FS55 ralarnge, 


Race the cat you can't afford to own. 














PlayStation. 


Spinouts, bumper grinds, smoking tires - and that's just the first turn. 
Capture the definitive experience and white-knuckle excitement of real Ferrari racing. 
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Street Hawk 
Don't get us wrong: 
we love the Harleys. 
If we didn’t think 
we'd get laughed 
out of the biker bar, 
we'd all own them 

= ourselves. But you 
can't deny the 
appeal of a 
dirt/street bike that 
has missiles, a laser, 
and a machine gun 
and can go 300 
miles per hour. 


Crockett & Tubbs 
Granted, Crockett was 
more famous for his 
pastel attire and 
scruffy beard than for 
his car. Still, it'd be 
awesome to run into 
GTA-world equivalents 
of this duo. 


THE GTA-TEAM? 


The Duke Boys 
What could be cool- 
er than roaring 
around town in the 
General Lee? It'll be 
tough to steal with 


It’s been rumored 
that Vice City will 
include characters 
and vehicles 
“inspired by” (i.e.: 
identical to) popu- 
lar TV shows and _the doors welded 
movies from the shut, but if we see 
“80s. Rockstar ‘69 
wouldn't comment 

on the subject, be 

we couldn’t help 

thinking about 

some of the char- 

acters we'd most 

like to encounter. 


The A-Team 
We'd hate to find 
= ourselves pitted 

against them (they 
can dig car-sized 
holes like nobody's 
business), but we'd 
give our left analog 
stick to drive the 
A-Team van. 


Ralph’s suit from 
The Greatest 
American Hero 
Technically, those 
flying underoos 
were a vehicle, 
right? If so, we 
want to steal it. 
Then again, if that 
means seeing 
William Katt naked, 
maybe we could 
just shoot him 
down instead... 
sexe that'd be cool, too. 









Airwolf and 
Blue Thunder 
Everyone has an 
opinion about which 
of these two super- 
copters was the 

m, coolest. Our 

p answer? Whichever 

one we're shooting 
down at the time . 


Michael Knight 
and K.LT.T. 
Who wouldn't love 
Toaring around town 
in a bulletproof, 
super-fast, talking 

| Trans-Am with all 
kinds of gadgets 
and weapons 
installed? 


PM Mem eecy paren than ever (espe- 
eRe em Messe oa 


“THE GRAPHICS 
ARE NOW MUCH 
SHARPER AND 
CLEANER THAN 
IN GTA III” 





POR ecm rece \art a C) 
Te em cg 
Bae Ula c 


> another story. One of the things 
that made GTA I/II unique was its 
notoriously mature content. Will Vice 
GAAS CSR UM MSU Uae 

Possibly, says Rockstar’s COO 
Terry Donovan, but only if it fits the 
plot. He likens GTA Ii to the first 
Friday The13th movie, which blew 
people away with its gory intensity, 
and points out that four movies later, 
when the human element and story 
had been discarded in favor of ever- 
increasing levels of blood and guts, 
Aiea M 8) oer OU oe 
Granted, Vice City’s storyline probably 
won't read like an episode of Thomas 
The Tank Engine, but don’t expect the 
game to push the envelope just for 
the sake of being extreme. 


a a 


With so much time and effort devot- 
ed to generating new game content, 
one might expect tech specs to have 
changed very little from last year’s 


offering. Incredibly, that’s not the 
(oo ele Ce RUMI Se nN e) ] 
found time to completely dismantle 
and rebuild the entire game engine, 
UMN) eee \ eM CocT8 Oe 

Vee GWAR oR UNAM Le Ca 
Siitels elimi Reet) Care dB 
and everything uses a lot more poly- 
gons. Also, there’s greater texture 
detail (the team learned to stream 
textures very late in GTA III's develop- 
ment cycle), and a new radiosity 
lighting system helps the neon light 
yee me moa Dd 
UNTO NSN ee SM Ne) =eee ee Ce) 
the fish and waves in the bay to the 
way the sunlight glints off a car’s 
windshield as it drives by. There's 
even a cloth model that makes 
Cot Aw Eelam) eM Tae} 
when he rides a motorcycle. 

TRU CClm eg (em COLORR TLL) 
NOM Ne 1 ClmeM Celene 
than before. For example, pathfinding 
is greatly improved, so gangs will walk 
Fama Us lem) 








parade-like straight line. And for play- 
CM Ua eee mM el) Oe CT) 
Ill couldn't shoot over cars, get ready 
to learn some new moves. Not only 
will they now fire away, but they also 
might crouch behind a car themselves 
to present a smaller target. 

The final important element of 
GTA III was the wide selection of 
satirical (yet still remarkably legiti- 
mate sounding) radio stations that 
populated the airwaves. This is yet 
another area where Rockstar is 
blowing away its previous standard. 
GTA III had around three hours of 
music and talk radio. Vice City will 
boast a staggering nine to ten 
hours, and believe it or not, it’s all 
real, licensed music from the ‘80s. 
This adds a great, authentic feel to 
the action (though we hope GTA 
ITM ears] eee tse] ser la(e Mm ele 
radio stations will remain), and 
really helps establish the time 
iclNM OMT UL Men el 
taking place. 





A Vice City is packed with nightclubs, and 
Ae CUMS 





POORER ee eee ROR aS 
CM meee ORCS ORL 


an sceeee] ome UMC Telele| 
music here, including tracks from A 
Flock of Seagulls, Michael Jackson, 
and Judas Priest. In fact, the sound- 
track will also be released by a 
major record label (most likely as a 
LaToyrax=19 Ama CeLe =e NN ele TE 
Elaeslece mtn cM ch ante 1m Conc) 
revealed at press time. 

UT rey cA UNeM TAOS MLE) PCS 
LUN iymesleeU im CLO AT wee Kom ad 
City is how enthusiastically ambitious 
it is. Rockstar actually looked at the 
most successful videogame of 2001 
and decided to do it all over again 
NTA M eRe) SA Ua | 
helps that the team clearly loves its 
creation. “I think Grand Theft Auto: 
Vice City is going to be the best 
videogame of all time. | really believe 
that” offers Houser with humble con- 
viction. Strong words, but come 
October 22, we guarantee that a 
good chunk of the millions of diehard 
GTA III players out there will be say- 
fated a(eMcy- tt SM Una 
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GET THE MOST OUT OF YOUR GAMES > OCTOBER 2002 






(8 Kelly Slater Pro Surfer 
(18 Rising Spirits 

(9 Street Hoops 

(1) NFL Gameday 2003 
(1) Must 3: Exile 

(2) NFL 2K3 







CODES 


110. Stuntman 





Mrecmae | Destroy all comers with nese battle 
a 














eee GENERAL TIPS > Be aware of your enemy trying to do 
ill NFLBliz2003..—~—*~CS* = the same to you, and perfect the 
HG MXSupefiy ekken is all about combos. Position Change moves. They may not 
116 Mike Tyson Boxing Spend some time in the seem like much, but if you're trapped Be a a * \ 
training arena learning in a corner, the ability to not only get Bo ae & 
which moves can be chained __ out of the corner, but force your enemy a Zi ‘ | 
boya T=) ( elm) yn | together and which ones into it instead can easily be the differ- A 3 \ 


(etl tee | knock your opponent into the air. Then ence between an easy victory and a : 
; practice linking them together into vicious beating. rm ‘ 
ee combos until it’s second nature. 
> Similarly, use the sideways moves to your Paykel k 
advantage. As any Soul Calibur player will ad bed = 
> You can move during the countdown to __ tell you, the ability to dodge off to the side pened ss eae 
the beginning of the match. Get into and strike at an opponent's “dead angle” Emeric 
position to either get the drop on your (the angle from which they cannot defend combos are 
3 ‘ See e freakishly fast. 
opponent or effectively counter his or her —_ against an attack) is incredibly useful, espe- 


first attack. cially in setting up throws and juggles. 










LS Fee 
To broaden my horizon 


a 

4 
KS oe, Beatie st eee 
Take It To The Hole! 
lta [2] eyo 










> Use the walls and other obstacles — > When knocked into a wall, pressing any 
they are the keys to victory. They of the four buttons can sometimes make 
restrict your enemy’s mobility and when your character perform a tech roll off the 
you knock an enemy into one, it causes —_ wall—but it isn’t easy. 

extra damage, essentially for free, and 

often stuns them. Try pushing your » A good, quick jab can disrupt an 
opponent into a wall during a juggle, or © uncanny number of attacks. If you see 
just pinning them in a corner and your opponent coming in with a big hit, 
bouncing them between the walls and try to sneak in a poke before they get it 
your fists. s off. But we're warning you: seasoned 
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players will hate you for doing it. 


> No matter what character you've 


ROLL CALL 


Tekken 4 features a smaller lineup than 


<< USE THE WALLS AND 
OTHER OBSTACLES-THEY ARE 
THE KEYS TO VICTORY >> 


Every time you beat story mode with 
an different character, a additional 
fighter will be unlocked, in the 


Heihachi Mishima 
Combot 


chosen, the key to victory in Tekken 4 
is linking single attacks into huge 
chains of devastation that leave your 
opponent dazed and broken. Strive to 
think not in single attacks, but in 
combos, and learn not only how to 
create them, but how to disrupt the 
combos of your opponent. 


Tekken Tag Tournament’s massive 
roster, but not by much. Ten characters 
are unlocked at startup: 
Steve Fox 

Christie Montiero 
Craig Marduk 

Kazuya Mishima 
Marshall Law 


following order: 
Jin Kazama 
Violet 

Nina Williams 
Lei Wulong 
Bryan Fury 
Julia Chang 
Kuma/Panda 


King 
Hwoarang 
Ling Xiaoyu 
Yoshimitsu 
Paul Phoenix 


FORCEFUL GAMEPLAY 


Tekken Force mode tips 


» Lighter, speedier characters don’t do as 
well against large groups of enemies. 
Instead, use a character with powerful 
attacks and enough durability to take a hit 
here and there. Paul is the best choice—his 
Phoenix Smasher attack is so effective, it 
almost breaks the whole mode. 


» When you encounter Heihachi at the end 
of Stage 4, hit him running (like a shoulder 
charge), and pummel him relentlessly. It’s 
important to do as much damage to him as 
quickly as possible, before the guards close 
in and make the fight more lopsided. 


Te Sea 


teve is a bit of a change for the Tekken 
Giisese given that the only kick he has is a 

short-range heel stomp. Despite his lead foot, 
ces |e MV cla VA Leyla (Ul Mante le (e (=e wy 
dodging/swaying techniques make him an incredible 
defender, able to avoid almost any attack. Plus, even 
if you do hit him, his recovery time is quite short. (As 
a side note, if you're up against him, low attacks, par- 
ticularly those that knock his legs out from under 
him, have the best chance of succeeding). 

Offensively, Steve is both quick and strong, and 
his punches chain together very, very well. He has 
only a few weaknesses: his reach is shorter because 
of his lack of kicks, and he tends to have weak 
juggles and throws. He also has very few low 
attacks, so a ground-bound opponent like Christie 
can be a pain. 

The key to fighting with Steve is to remember 
that he's a boxer, and use him like one. Be very 
mobile, always circling your opponent to find the 
right attack angle (actually, you should try to do this 
anyway). Sidestep, back dash, and duck inside, 
throwing jabs until you're in the right place to unload 
some big punches, then move again. 





¥ When you've successfully defeated Tekken 
rem RT RAR Cm UC 
Hon-maru stage, commonly known as the Dojo. 


SCORE 018549 


Steve's best single attack is probably his British 
Edge. It’s easy to execute, and it chains to a ton of 
other moves. It may actually be the best first-link 
move in the game. His Heartbreak Shot is also great, 
for its ability to stun an opponent. And if you 
manage to get good with his Gatling Gun special, in 
which he pummels an opponent with a barrage of 
gut shots, forget it—they’re toast. It’s especially 
effective when your opponent is up against a wall, 
and each hit bounces them between your fist and a 
hard place. 

Steve also has a second stance—the Flicker 
stance (€-@+@), which sacrifices some of his 
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There are also several additional 
hidden characters: 


EDDY » Beat Story mode with 
Christie. Then position the cursor over 
Christie and press Right Punch to 
choose Eddy, who will have all of 
Christie's moves. 


MIHARU » Beat Story mode with 
Xiaoyu. Then position the cursor over 
Xiaoyu and press Right Kick to choose 
Miharu. They share the 

same moves, and 

frankly, look almost 

identical. 


LEE » Beat 

Story Mode with 
Violet. His face will 
then replace Violet’s 
on the character 
selection screen. 
(You can still choose 
Violet by pressing 
Right Punch or Right 
Kick.) Their moves 
are identical. 


Your first task should 
be unlocking all the 
characters, especially 
the babes, like Miharu 
and Nina. 





strength in favor of extra speed and even greater 
defensive capability. It’s a good choice when facing 
off against particularly quick, yet fragile, opponents. 


Groove to Move to: 
(character facing right) 


rS{g TT) 4 02) eae ea ea oe cee ne gs (NOOO) 

or ©O@OV® 
col [Les g] (eRe cneee ee UE ION Sra Ahi y@+® 
[sQoral 2) a] W181 10 11=| aueae Pry OA + Hold >@ 
Sit T CLE g Mou Meets See ito Mey aea a 3@+® 
Cobra Weave. .... @®© Hold > or ©®& Hold 
BO e401 =965),4 0 ¢=| 0] on 2>©+0O@ 


Schoolyard Bully . .. approach from behind, ©@+© 
Gatling Gun ..... ©+@O@O®OOOOOO 
while ducking 

Killer Combos: 
Parry into uppercut ..................- ®©®>@ 
(Time with enemy punch) 
Cobra Weave into Jackhammer flurry ....... (310) 
Hold >@@O@O@® 
Dba dis} ayer] ee 
Right Straight Left Hook to 
Flicker, Spitfire Combo............. 26106, 
@O hold <, ©©OO@® 


( Float like a butterfly, sting like a bee — use Fox like a boxer, 
EVR rae oree tram io 


> Christie is known for 
her appeal to less 
technical players. And 
to males in general. 





ay 


CRAIG MARDUK 


v> Marduk has two very different looks, but he’s a 
Pe R UEMURA OE a RUD 


106 / PSM: 100% INDEPENDE 






(at least until you unlock him), but fights 

almost identically to him because they both 
use the acrobatic martial art, Capoiera. She’s fairly 
slow, and her attacks are a bit weak, but many still 
consider Christie to be a “cheap” character, well 
suited for button mashers. Her kicks have good 
speed and reach, and because Capoiera is such an 


a hristie replaces Eddy Gordo this time around 











unusual-looking martial art with several different 
stances, it’s often difficult to predict her attacks (for 
instance, beware her relaxed, “Negativa” stance, in 
which she looks like she’s fallen on her J-Lo-esque 
caboose — it’s a trap). These stances also enable 
her to create infintie combos, a scary thought. 
Finally, Christie has great sidestep moves and a few 
ridiculously effective juggles, largely because or her 
Ese Ten lTOM UTM Cclams Cael MOM TLE TACOMA clereltrc(@ CHE 
low, giving you the maximum time to get in 
another hit before your opponent hits the ground. 
This, along with the fact that so many of her 
attacks are sweep kicks, makes her tough to beat 
in close quarters. 

Capoiera also makes Christie deceptively difficult to 
fight against. She isn’t terribly durable, but because 
she's so low to the ground, high (and in some 
stances, mid-level) attacks often go right over her 
head. This low-profile focus is arguably her 
Rexel Cute fee WN =)| feel CACM Le) (@) GLAM) MAT =Lmr= t= a 
are low to mid-level (including a dizzying array of 
sweep kicks), so if you make her go up high to 
beat you, her move set is severely limited. 

Because Capoiera is such a rhythmic martial 
art, some of the best Tekken ass-kickers play 
Christie with a sense of rhythm, always moving, 
never pausing. This makes her even more 


A Most of Christie's attacks are kicks, which gives her 
excellent range. 





Tudo, a martial art similar to Brazilian Jiu-Jitsu, 
eT TOC Mea Re UL ee OR Lol 
fighting edge. Thus, while he’s basically a bruiser, 


ie gargantuan fighter is a devotee of Vale 


Wa Se SRI (Rice ic) ey 

) tackles, throws, and juggles, as well as a wicked 

) ground game. This ground game is made more 

versatile by the fact that so many of 

Marduk’s tackles and grapples end 
with him mounted over the 


Mm acim (0) ome 2) 
; R serious damage with his 
AL giant, meat hook-like hands. 


A arene Mane ema arel ecm nL Cede:) 
mounted combo (as so 
many of Marduk’s do) in 
LCM) AM sre lm -r-]) 
70 to 100 points of 

Nt Mere emulecae me 
Sc OM ely 
opponent's brain 
Cente M NU Aesln 





.psmonline.com 








A Eddy Gordo and Christie are so similar, he’s actually 
one of her alternate costumes. 


confusing to play against, and flat-out captivating 
LOM lca k 


Moves to Groove to 

(character facing right) 

NSS 1 BRS gaspar i rertenenTe sa V@+O 

ST) sina (ret ae Sa eae neeearar ®O 

Knee Slicer Low Front Stinger 

from Negativa ................. ©@+O 

LL EIITUEL IIs Bate ant ieee net ttes ere 2@+® 

Carnival, during handstand ....... ©O® 

Wheel Kicks, during sidestep ..... ®+© 

120,00) | een creer nara €¢ & hold 
20+®© 

12000) 1S tees aa genoa Sale) (¢] 
2@+© 

Killer Combos 

Helicopter to Slippery Kick 

(from handstand) .............. 3>@+®@ 
(OXes TO) 

Samba Slippery Kick to Negativa 

to Armada Combo ............. 20O@tO 
(@XO) 

Mirage to Fruit Picker ........... u@+O© 
£@+© 














sometimes escape). 

In practice, Marduk is an example of what many 
hardcore Tekken players refer to as a turtle— 
meaning that he’s well suited to blocking, blocking, 
sidestepping, and blocking some more until you find 
an opening and launch a wicked counterattack. This 
Rr] (ess Me elect) VATS) CUNT SUSIE 
close, as Marduk is fast for his size, but not 
remotely quick enough to counter the attacks of 
quick opponents like Xiaoyu or Steve. 

If you can keep the battle at mid or long range, 
either by retreating or pushing your enemy off, it’s 
showtime. Marduk has some devastating (if 
sometimes dirty) attacks, especially his Knee Slicer, 
which can’t be parried, and Double Leg Take Down, 
a great all-purpose tackle made from his “ready” 
stance. Add to this a few simple juggles (use 
Annihilator Hammer, Air Lift Uppercut, or even 
PNCoTe Tem UMW og eM OR ram UUme 
attacks to keep the enemy airborne), and you 
should be well equipped to give any opponent.a 
run for their money. ad 

































TAY cn UAT RUE CuCTen Urea Un eam | 
SANA oO Ies eure Vcore oe LATOR x 
Sis MON EU MAUR sn e 
SECU melt m A UMM UAH 
ces? Choose your side, then prepare for 
e fight of your life, in Mobile Suit Gundam: 
ation vs. Zeon. Hail Zeon! 


Arcade Style Split Screen Action 
Aven VER eNO ea A ea 


baie UA MIU Se Lee 
VeTOeMUM aN e)) 


UME Te A Tat sen ya ure 
oe actual (OUT U Neer Ce 


e CHOOSE YOUR SIDE! Play through as 
either a Federation or a Zeon pilot. 


ea UU ay We RUA EL tel en cle 
of 3D environments with fast and furious 
WVU CA IU ees ute 





Zéonis USOC ASU COMET C a 
JUTE LUT aa LU MTU 
sy — Famitsu Magazine 


Awarded a 


from Japans = * ‘ 
y ‘Famitsuy © 
Magazine 2 












Violence | a PlayStation.2 


C) 


www.bandaigames.com 


© Sols Agency Suntise, Program © 2001 Bandai Co., Lid. ‘Gundam’, “Mobile Suit’, and all related characters, names, distinctive likenesses, drawings and other images contained in this product are the exclusive property of Sotsu Agency and Sunrise Inc. 
Be SCE eee orn sc cnct LR n Remi cg samuel aed Tannen sy 


HOW TO 


dq 


Moves to groove to 
(Character facing right) 
Left Right Combo 
Knee Slice 
Ready Position... . 
Double Leg Takedown 
while in ready position 
PN elOlm aHe 
Air Lift Uppercu. . . 
Ironman Tackle . 
Elbow Rush. . . 
Around the World 


..> hold >@ 
> hold >@+@ 


COMBO-LICIOUS 


We asked Namco’s ultra-hardcore Tekken testing 
team if they would each reveal to us their favorite 
combo. Here's what they gave us — looks like some 
powerful stuff! 


Kazuya 6-Hit Cole Combo 
Kazuya kicks ass with this six-hit sequence 





KS 


Demon God Fist (@ while 


Spinning Backfist (<, 
hold € + @) Note: this hit rising) 


must be a counterhit! 


: ¥ eset 
Dash in. Left Right Combo — Dragon Uppercut to Middle 
(> 27@6) Kick (3, hold & + @@) 


Dre’s 5-hit Yoshimitsu smackdown 

This simple 5-hit, 3-move combo can only be 
used when fighting as Yoshimitsu against Heihachi, 
but it’s so effective, it’s well worth memorizing. 


Note: Yoshimitsu must have stolen (@)+@©) 
Heihachi’s Demon Massacre move for this combo 
to work. 


Re nih: 


Soul Stealer discharge (@+© [Demon Massacre must 
have been stolen previously]) 
























Jesse’s T4Combo 
Turn the tables on powerful opponents with this 
technical Jin combo. 


Killer combos 

Battering Ram to Left Right Combo to Heel 

ryote) V@+® ©+® <O© 
Double Leg Take Down to Right Mounted Punch 
(x4) to Arm Lock ®@+© ©+© ©OOO 
Annihilator Hammer to Air Lift Uppercut to Iron 
Headbutt, Left Punch to Gut Kick Combo 


£@+® YO YO+OOV®™ OO 


& Craig is slow, but he’s a master grappler. If he gets his 
mitts on you, he’s going to break some bones... like your 
skull. 





( Must be counter hit) 
Laser Cannon (first two hits wall for a Sidewall Stun, 
Spinning High Kick (?+@) 


Opponent must be hit into 


only [<> @@)) 





PPL 
Immediately after Sidewall Stun, Left Right Combo, Right 
Roundhouse Punch (G@ @—> neutral [pad returns to center] 
hold \ + @). Opponent must then float into a Sidewall 
Stun (so push them), Forward Dash (> >) 
WBE a 


Immediately after Sidewall Stun, Double Chamber Punch 


(@+®) 


Jimmy’s Shake and Bake Heihachi combo 


Teach your enemy not to make fun of your goofy 
hairdo with this wicked sequence. 


Heaven's Wrath (any hit during glowing hands becomes a 
counter) (< @+©), followed by Demon’s Boar (will stun 
opponent) (@) 
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Spinning Demon (> 
neutral ) Y+@O) 





Spinning Demon Uppercut (after second spin in Spinning 
Demon, press: neutral ©) 


Disco Da-Rul’s Destructo Combo 

We'll wrap it up with this simply devastating 
mega-combo from Steve, almost guaranteed to be 
fatal when the enemy’s against a wall. Note: move 
descriptions are for Steve facing right, not left as in 
these screens. 








* os : Es 
Ducking In(>, hold > ® Gatling Gun (performed 
+©) while Ducking [@+@® 
©©0©©O6060)) 


me = N 
ft Violence 
4 
ss esRe a 





pe kT) 






TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 
letter for the contest will be accepted 
on November ist. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
why you're the winner. Sorry, no e- 
mail entries! Due to legal constraints, 
this contest is open only to readers 
living in the United States, age 18 
years or older. 


SEND YOUR ENTRIES TD: 
PSM October Challenge # (the 
challenge you're entering) 

c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. 





















THE CHALLENGES 


Ca TE rire ab 

Kingdom Hearts 

Beat the game and unlock the 
Special Secret. Photograph or 
videotape the screen showing 
it as an available selection. 


Challenge #2: Tekken 4 
Unlock all of the game's char- 
acters (including Eddy and 
Miharu) and photograph or 
videotape the character 
selection screen showing 


¥ We'll have a more complete guide to KH next issue, but 
these tips should get you started. 


es 


What do you want 
elie.) ltg-atg 






















aa Wey teeta itl piecy 


~Ahin.. 


KINGDOM HEARTS 


To broaden my horizons. 
Ue ie alesn 












TALK IS NOT CHEAP 

The seemingly inconsequential questions 
Selphie, Wakka, and Tidus ask you in the 
very beginning may in fact be the most 
important part of the whole game. Your 
answers will determine how often you 
gain levels of experience over the course 


of the game. Choose the top answer 
each time for faster leveling, or the 
bottom answer for slower progression. 


GO FOR THE GOLD 
Always grab money and XP globes 
before they disappear, especially early in 





them as selectable (it will take 
more than one picture). 


Pa TE] Ct rele eH 

Armored Core 3 

Get to the top of the arena 
mode tournament ladder. 
Photograph or videotape the 
screen showing the 

arena rankings. 


THIS MONTH’S 
PRIZE PACKAGE 
Acclaim Super Pack: 
Legends of Wrestling 2 
Turok: 
Evolution 
Burnout 2 
Vexx 






























PlayStation.2 





Ve oe) 


Virtua Fighter 4 
OM te 


BIE Ele Clem ti) 
Alex Moody, of Kennesaw, GA 


eel 
no winner 





Common sense tips to bring out 
the S.E.A.L. in you 


MAKE IT AUTOMATIC 
Generally, most of the weapons are set 
to semi-auto, which lets you shoot short 
bursts. However, it’s better to set your 
gun to full-auto (L3) and spray your 
enemy with a full barrage of shots. Also, 
always make sure your weapon is fully 
loaded when heading into a firefight. 


TWO’S COMPANY 
If you end up dying all the time, it’s 


CODES 


STUNTMAN 


Jump over these codes 
Enter these names when starting a new 
career. Note: all codes are case sensitive. 


Unlock all films in career mode .... fellA 
Unlock all cars in Stunt 

Constructor mode ............ spiDER 
Unlock all toys in 

Stunt Constructor mode ......... MeFf 
Unlock all driving games, 

Gals; and toys. = ee Bindl 









probably because 
you don’t have any 
1 backup. Always go 

zz in teams of two 
and watch each other’s backs. 
You'll live longer. 


HEADSET VS. TIARA 

That headset isn’t just there for decora- 
tion. Use it often to see where your 
teammates are, what they’re doing, and 
especially where the enemy might be. 


HIDE IN PLAIN SIGHT 

Remember: you're wearing camo. Use 
trees, bushes and buildings as cover 
whenever you can. Often, the enemy will 
just stroll right past you. 





THE MARK OF KRI 


Gory, yet cartoonish, codes 

Enter codes at start screen. If entered 
correctly, a Rau combo sound will be 
heard. 


Tougher enemies 


QOOOQ®OOOQLOO®W® 


Wimpier enemies 


®OOOQBLOOO 


Enemy Al off in arenas 


QOQOQBQOOQOHLHOO® 


TSA lesb l\sl\ls\mae YSTATION 2 MAGAZINE / #63 OCTOBER 2002 / www.osmoniine.com 


the game. Both are precious in the early 
going, and you'll rarely get hit by an 
enemy while running for the booty. 


TRAIN LIKE STALLONE 

There are certain battles and locations 
where you can level up almost indefinite- 
ly if you have the patience: the three- 
way battle on Destiny Island, the 
shadow-infested gizmo shop in Traverse 
Town, and the coliseum cups (which start 
over if you don’t complete them) just to 
name a few. If you’re having trouble, 
consider spending some time just 
leveling up before you venture further. 


KNOW THY ENEMY 

Nearly every enemy “charges up” before 
executing a major attack. Learn to 
recognize the charging animations to get 
a head start on avoiding the attack. 


RUN AWAY 

If you’re surrounded and become disori- 
ented (thanks, camera!), don’t be afraid 
to run away and regroup. Just be sure 
not to run into areas you haven't been 
before, or you could trigger the spawn of 
still more enemies. 








4 When you have a decent number of teammates, 
always go out in groups of two to three. 








Unlimited arrows: 


QOOQO®QOOO®QOO® 





A Enemies in the arena are much easier 
to kill if you turn off their Al. Go figure. 






Hints and tips straight from Producer 
Eric Koch 

Do your homework 

__ If you can beat the tutorial, you should 
have most of the tools you need to rip 
up any wave in the game. The tips at 
the start of each level also give little 
gems that will improve your score and, 
more importantly, your style. 








Mix it up 

Doing tricks on all sections of the wave 
(Air, Face and Tube) is the best way to 
keep your special meter maxed and 
beat the scores needed to pass each 
level. A varied style is also the key to 
competition play, where you'll be 
scored separately on all three sections. 


Become a tube master 
Mastering the tube ride not only keeps 
your special meter maxed, but also 


tricks in between your air and tube 
tricks keeps your link going better than 
any other method. 


Per itl 


¥ Waves behave randomly, but often signal upcoming 


behavior—if you're watching closely. 


a 


~ ES 
oe 


pay close attention to visual clueson 


the wave itself (tube spit and lip foam) 
to avoid getting caught in nasty 


‘is known. Power surfers such as 








Carroll and Curren should use the tube 
and face as much as possible, guys like 











adds critical multipliers to your score. sections of the wave. Fletcher and Robb are best utilized 
Watch the water while in the air, and soul surfers like 
Face the music Each wave reacts differently when you Know your surfer Donovan or Machado can go anywhere 


Doing face tricks and special face ride it. Watch the wave indicator and Use the attributes for which the player they want. 









Y Proper cornering and speed control are the secrets 
to success in Riding Spirits. 
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The dev team helps rebuild your racing engine 
down shift until you've gained control of the bike. 
Settle for third You'll lose less time. 
Don’t think you have to run at full-throttle in top 
gear all the time. Acceleration and safety are more 
important than top speed. Most of the time you'll 
be in 3rd and 4th gear, and it’s much easier to 
speed up after slowing down than to recover from 


a horrible, road-rashing crash. 


Turn it down, then turn it loose 

Turning properly is obviously critical to success. 
Slow down and start your turn early, holding it 
through the entire turn and working outside in. As 
long as you stay on the track and don’t brake, you 
won't skid, and slowing down loses much less time 
than falling. To accelerate quickly out of a turn, 
downshift for a couple of seconds and open the 
throttle, then shift up when you red-line. 


Stop the (button) presses 
If you roll off the track, but you haven't yet fallen, 
do not hit the brakes. Release the throttle and 


















Free and paid rentals must be taken at the same time. Excludes 
equipment and movie rentals, Not valid with any other discounts or 
offers. You may not redeem multiple coupons during same visit. 4 


Membership rules apply for rental. Customer responsible for all 47 | 
Blockbuster name, design and related marks are trademarks of Blockbuster Inc. © 2002 Blockbuster Ino. All rights reserved. 


© applicable taxes and extended viewing fees. This coupon may 
2 2) a) ns se es a ss a es ee ae Ss 









fot be exchanged for cash, Sold, transferred or reproduced 
and must be relinquished at the time of redemption. Offer valid 
only at a participating Blockbuster® store. Credit will be applied to lowest 
rental price. Cash redemption value 1/100c. Void if lost or stolen, 

















Learn about how each baller can 
help or hurt you with this scouting 
report straight from Producer 
Charles Park 


AO 

Smooth guard out of Philly who can 
shoot, cross up a defender and throw 
the ridiculous alley-oop. 


HOT SAUCE 
New school guard out of ATL 


they ought to be illegal. J 
HEADACHE 


Harlem’s finest. A 
flashy guard who will 


Master GameDay (and even GameBreaker) 
with this simple play. 





NFL BLITZ 2003 


Astroturf codes vs. natural codes 
Codes are entered on the loading 
screen by choosing three symbols and 
pushing the stick in a certain 
direction. If a code is entered 
correctly, the effect of the code will 
be displayed onscreen. 





Late Hits/Extra Time enabled 
NFL Logo, NFL Logo, Midway Logo + 
any direction 


Auto Icon Passing ON: 
NFL Logo, NFL Logo, Football + # 


Auto Icon Passing OFF: 





pp 


with a handle and moves so sick ( , 


tell you what he’s going to do, do 
it, and then let you know about it 
all day. 


FUTURE 


Out of the Bronx, one of the originals, 


still holding it down with moves that 
the young bucks still can’t match. 
Brought dance moves to the game, 
and they're here 












NFL Logo, NFL Logo, Football + | 


No CPU Assist (if teams agree): 
NFL Logo, Midway Logo, Helmet + J 
See More Field (if teams agree): 
NFL Logo, Helmet, Midway Logo + > 


Powerloader Mode: 
NFL Logo, Helmet, Whistle + > 


Chimp Mode: 
NFL Logo, Helmet, Whistle + 4 


Big Feet Mode: 
NFL Logo, Helmet, Whistle + < 


Chrome Ball: 
NFL Logo, Football, NFL Logo + J 


Classic Ball: 


; 3 step up to any challenge, big or small, 






BOOGER 
BK’s resident magician passer, 
dropping crazy dimes and 
making people look silly on 
the regular. 


SPEEDY 

Queens’ best, taking people 
inside, outside and every- 
where in between as he 
shoots over them, passes 
around them and runs past them. 


4 Street ballers aren't as well-known as NBA 
players, but they’re just as deadly on the blacktop. 
Here’s what to watch out for. 


little or tall and come out on top! 


1/2 MAN 1/2 AMAZING 

Coming out of Bed-Stuy, 100% 
heart and attitude. One of the 
toughest to play the game. Will 


MAIN EVENT 

The best dunker out there. 
Representing Jersey, but destroying 
backboards and egos from coast 
to coast. 





wh 


—- NFL GAMEDAY 2003 





SEVEN YARDS - GUARANTEED 

The Al can’t compensate if your running backs are part of your passing 
game. Choose playsets that have both a halfback and a fullback behind the 
quarterback, then pick a passing play that has one or both of the backs 
(preferably the halfback) splitting off into the flat near or behind the line of 
scrimmage. Get the ball to him and rack up the easy yards. 


SEVEN YARDS GUARANTEED, PART 2 

Eventually, the Al will cheat and send a linebacker flying in at superhuman 
speed to break up the play. Mix in safe passes across the middle and some 
rushing plays to keep the defense honest. That way, you'll be able to break 
out your money play whenever you need some cheap yards. 


SEVEN YARDS GUARANTEED, 101 

Because GameDay shares so much of its codebase with NCAA GameBreaker 
2003, this same strategy will work just as well. Just be wary of your players’ 
stats, which will vary widely. If you're throwing passes to someone with 
butterfingers, you're going to see the pigskin hitting the ground in the 
backfield a lot. 





NFL Logo, Football, NFL Logo + — 

Clear Skies: 
Fast Run: Midway Logo, Helmet, Football + 
NFL Logo, Football, Helmet + <— 

Super Field Goals: 
Central Park: Midway Logo, Helmet, Football + <— 
NFL Logo, Football, Football + > 

No Punting (if teams agree): 
Arctic Station: Midway Logo, Goalpost, Midway Logo 
NFL Logo, Football, Goalpost + | +f 


Big Head: 
Helmet, NFL Logo, NFL Logo + > 


Training Grounds: 
NFL Logo, Football, Whistle + 4 


Huge Head: 
Midway Logo, Goalpost, Whistle + < 


Super Blitzing: 
NFL Logo, Whistle, Goalpost + 4 


No First Downs (if teams agree): 
Helmet, Midway Logo, NFL Logo + 4 


Tournament Mode: 
Midway Logo, Midway Logo, Midway 
Logo + J 
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DUAL HEARTS’ 
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registered trademarks of Sony Computer Entertainment Inc. The rs icon is a trademark of the Interactive Digital Software eres PN Mate gtesi- se 
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e° HOW TO 


MYST Ill: EXILE 


‘Stuck on the steam puzzle in Voltaic? We'll help you point-and-click your way 
_ to blimp-horne success. 





_ ACTIVATING THE AIRSHIP 
Note: If you haven't yet solved the part of the puzzle involving the catwalk and 
__ the sluice gate in the lava room, go back to it. Hot air must be flowing through 
_ the valves in the dry dock. 


At the bottom level, increase pressure by closing all four valves. Note that one 
_ seems to be broken. When the pressure gauge is in the yellow, the elevator can 
go to the middle level. When it is in the red, the elevator can go all the way 
to the top. To inflate the blimp, you need to have the arrows point at the 
thin red line. 


Take the elevator to the middle level. Close three of this level's valves so that air 
is being released through only one pipe. Take the elevator to the top level. 
Close only one valve here, leaving three open. Return to the middle level and 
open one valve so that a total of two are opened. On the bottom tier, open all 
three functioning valves. The pressure gauge will now point at the thin red line. 
Find the release valve for channeling the pressurized air to the airship and turn 
it. The balloons will inflate, allowing the airship to rise along its cable to the dry 
dock door. Now, just find the switch to open the way for the blimp, and you're 
outta there. 





A This doctored screenshot (courtesy of Ubi Soft) reveals the secrets of the spider spinner. 








Allow Stepping Out of Bounds (if Unlock Fantasy: 


teams agree): Football, Midway Logo, Goalpost + > 
Helmet, Midway Logo, Midway Logo 
ne Smart CPU: 


Football, Midway Logo, Goalpost + | 
Don't Highlight Receiver (if teams _. 
agree): 

Football, Helmet, Midway Logo + |. 


Always Quarterback (2-player game): 
Helmet, Helmet, Helmet + <— 


Always Receiver (2-player game): 
Helmet, Helmet, Helmet + > Noftie: a 
Football, Helmet, Whistle + 4 ; 
Extra Offensive Plays: S 


Football, Football, Football + | 


Fog: 
Helmet, Football, Helmet + 


No Audible Names: 
Football, Goalpost, NFL Logo + > 


Fast Passes: 
Helmet, Goalpost, NFL Logo + < 


















A The 0-line is better in 2K3, but you can still 
dominate the defense as a linebacker. 


NFL 2K3 


JUST SAY “URLACHER” 
In previous NFL 2K titles, the lineman was the best defensive position to 
play (especially if he had a little speed, a la Jevon Kearse), enabling you to 
simultaneously clog up the middle and rattle the quarterback badly enough 
that the Al could run the secondary on its own. But this year’s offensive 
lines are much tougher, so you may want to consider becoming a run- 
jamming, pass-eating defensive linebacker instead. Use the technique 
described below to own the midfield. 


away. Instead, tackle \, 
the receiver as he ’ 


touches the ball. If you time this well, 
you'll be able to jar the ball loose more 
often than you'd be able to tip it away. 
You may get hit with a couple interfer- 
ence calls, but once you learn the 
technique, it will all be worth it. Use 
this technique with any defender and 
you'll disrupt your opponents’ air 
attack leaving them no choice but 
to go to the ground. 

oft 


BALL? WHAT 
BALL? 

The key to 
effective pass 
defense is this: don’t 
try to tip the ball 





ButtaFingaz: 
Football, Goalpost, Whistle + 4 


Goalpost, Midway Logo, Whistle + 


Team Midway: 
Unlock All Movies: Helmet, Whistle, Football + > 
Football, Whistle, Midway Logo + > 

Team Rollo: 
No Interceptions (if teams agree): Helmet, Whistle, Goalpost + 
Football, Whistle, Whistle + 

Team Cowboys: 
Power-up Offense: Midway Logo, Football, Whistle + < 
Goalpost, Midway Logo, Football 
Helmet + 4 Team Big Head: 
Helmet, NFL Logo, Football + > 
Power-up Defense: 
Goalpost, Helmet, Midway Logo + + Team Bilders: 
Football, Midway Logo, NFL Logo + 


Infinite Turbo (if teams agree): 
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anglers to battle. 







Sega Bass Fishing Duel will knock you overboard 
with heated two-player competition. And when 
you finally run out of friends to beat, you can 





tackle the CPU opponents, each with their own 


ge -—— LINE OUT | ess 


ol tetola Se iile a) Ute LO a A Lakes with fully modeled ecologies, weather, and more! 


attitude may not make you popular around the 


SMe Am Neel or mere) Cm alt 
ment system fishing game with split-screen 
two-player or vs. computer competition. 


watering hole, but it’s lonely at the top, buddy. 
Who says fishing’s not an extreme sport? 


ass 








rene a. PlayStation.e 


SEGA js registered in the U.S. Patent and Trademark Office. SEGA and Sega Bass Fishing are either registered trademarks or trademarks of SEGA CORPORATION. © WOW ENTERTAINMENT INC./SEGA CORPORATION, 2001, 2002. 
www.sega.com. The ratings icon is a trademark of the Interactive Digital Software Association. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 
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SIC THE COPS ON OPPONENTS 
This is a trick that takes some practice 
to master. Try to “shadow” an 
Opponent when your radar detector 
indicates you're approaching a speed 
trap. Run neck-and-neck with them, 
then stomp on the accelerator as you 
Start to pass the cop—you'll put your 
opponent slightly behind you, and 
there’s a good chance the cop will 
decide to chase them instead of you. 


RUB THE SHOULDER 

NFS:HP2’s tracks have nice, big 
shoulders, and for a very good 
reason—they’re a key part to 
executing a winning strategy. On a 
basic level, they’re great for swerving 
around slow-moving traffic (there’s 
no big speed penalty and it’s easier 
than squeezing between cars), but 
they're also an excellent way to avoid 
police roadblocks unscathed. You can 
also ditch cops pretty easily by 
running right up behind traffic when 
they’re on your tail, then quickly 
driving onto the shoulder, causing 
the cops to rear-end other drivers! 


MAKE TRACKS AND TRAFFIC 
YOUR BAD BOY TOYS 

The game's courses offer plenty of 
opportunities to practice one of our 
favorite tactics: running opponents 


and cops into things. It’s actually 
pretty simple: just let the 
opponent/cop keep up with you, then 
find the nearest indestructible 
obstacle (boulder, oncoming car, tree) 
and steer into it, veering away at the 
last possible second. They'll smack 
into it like Wile E. Coyote hitting a 
mountain with a tunnel painted on it. 


TAKE THE LONG WAY HOME... 
SOMETIMES 

Taking shortcuts is generally a no- 
brainer, but it can actually be advan- 
tageous to take the long way around 
sometimes. If your opponents all have 
cops on them when you come to a 
fork in the road, take the opposite 
path — there’s a good chance the 
other racers will wreck or get busted, 
and you'll avoid the cops picking up 
on you in their place. 


ZIG WHEN THEY THINK YOU’RE 
ZAGGIN’ 

You can sometimes fake out cops on 
your tail by juking in one direction 
(towards the roadside is best) and 
then quickly steering in the other 
direction. If you time it right, you'll 
leave ‘em in a ditch! 


TUNE IN 
Listen to the police radio, and when 


keep one step ahead of The Man! 


roadblocks or spike strips are called 
in, use the ‘zone cam’ to find them 
up ahead. 


WHACK THE WHIRLYBIRD 
Helicopters have trouble tracking you 
through tunnels and over shortcuts. 
Use this knowledge to ditch those 
airborne attackers. 


GIVE ‘EM A BRAKE 

When a cop pulls ahead of you, try 
applying the brakes momentarily to 
get some distance between the two 
of you, then romping on it and 
swerving around him. 


NITEY-NIGHT NITROUS 
When you're being hotly pursued, 


A Just follow our handy tips, and you'll 





Team Neo Tokyo: 

Football, Goalpost, Goalpost + J 
Team Crunch Mode: 

Goalpost, NFL Logo, Football + > 
Team Brew Dawgs: 

Goalpost, Football, Helmet + | 
Team GSMers: 

Whistle, NFL Logo, Midway Logo + 
Team Armageddon: 

Whistle, Goalpost, Football + > 
Power-up Linemen: 

Whistle, Helmet, Midway Logo + 
No Random Fumbles (if teams agree): 
Whistle, Helmet, Football + J 

No Replays: 

Whistle, Whistle, Goalpost + > 

Rain: 

Whistle, Whistle, Whistle + > 


Unlock Special Characters 
Description Name PIN 
Beerdrinker. .... ZEMAN ..... 1986 
Deerhunter... .. DEER....... 1997 
Cowboy........ COWBOY... . 1996 


Silver Robot .... ROBOTS .... 1970 
Red Robot. ..... ROBOTR.... 1974 


Glown sean CLOWN..... 1974 

Dolphin........ DOLPHIN... . 1972 

Dough Boy..... RBL-DBN. .. . 9669 
Viking ......... VIKING...... 1977 
Beare BEAR CS 1986 
Eagle.......... EAGLES 22 1981 

Horse: ona. HORSE ..... 1999 
Hone ere: LION ....... 1963 
Pinto 23s es PINTO ...... 1966 
Pirate... 2.2... PIRATE. ..... 2001 
Rati RAMA 2000 
Tiger .......... TIGER. acs 1977 
Clown ......... MADISON... 1220 
MX SUPERFLY 


Two-wheeled codes 

Main game codes (entered on Main 
Menu): 

Unlock all tracks 

© > @+@ ©+© H+OO@ 
Unlock all riders 

> @+>5 J w@te 30 
Unlock all bikes 

©+@ @+>5 +O wm+eO 


Unlock 250cc Freestyle 
* w+? © @+5 m+) Mie 


Unlock everything 
© wt+e © © Ot wy 
a 2 


Track editor codes (entered in Track 
Editor): 

Unlock Station Z arena 

@+@ > @+<e w+) @+O © 


Unlock all platforms 
Wtf <mtO wre mie © 
> mit © 


Unlock all ramps 
5 0+O@mito+<3O 


Unlock all barriers 
6+Om+@5 30+50+<30 


Unlock all obstacles 
© 6+® © +e w:O© +O 
€ w+<e<@® 


Abe: 


coast through the corners. Cops with 
nitrous will sometimes hit the walls 


RUN, FORREST, RUN 

Keep your vehicle moving, even when 
you think you are caught. Sometimes 
you can still squirm through, even if 
you have to just push other vehicles 
out of your way. It ain’t pretty, but it 
keeps your wheels turning. 


LOOK UP, LOOK DOWN, 

LOOK ALL AROUND 

If you drive in the first person view, 
remember that you can always use 
the 360-zone camera to check out 
your surroundings. 





MIKE TYSON 
HEAVYWEIGHT 
BOXING 


Codes fading into bolivion 


All codes are entered on the 
start screen 


Big Heads ............ @Oty 
Small Heads:.......... @Ovr 
Flat Boxers:........... VTO® 
Mutant Boxers:........ @O<t® 
Unlock Platinum...... OQOum 
Allltems........ MMQO@O® 
Credits eee cy eee ®©®@O@O 
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“An essential racing 
purchase for speed 
freaks. Titus’ new 
arcade-style racer 
delivers on all counts. 
It’s a smashing drive.” 


- Play Magazine 


“Vou can really haul butt 
around every course. 
Couple that with the 
competitive wing-to- 
wing racing, and 
you're in hog heaven.” 

- EGM 





Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 











WHAT RACING IS ALL ABOUT 


Also available on 


7 od 


“Any easy recommend- 
ation.... It's quick, it 
handles well, and the 
tracks are designed 
exceptionally.” 


z | 
@ ' 


iss y 


“Delivers gameplay in 
spades. (Gold Medal).” 
- PSE2 





DOWNFORCE 


eee aoe 2 | 





FASTER AND MORE DEVASTATING 


Oe te 


SESS SES) Sy py gc Ef Pe IE] 


©2002 - TITUS SOFTWARE CORPORATION. Downforce, Titus and the Titus logo are registered trademarks of Titus Software Corporation. All rights reserved. Developed by Smartdog. Made with Karma Game Dynamics. 
aad ar the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All other trademarks and copyrights are the property of their respective owners. Game Boy Advance and the Game Boy Advance logo 
are trademarks of Nintendo. © 2001 Nintendo. Screens shown were taken from the PlayStation®2 version of the video game. 
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BEFORE UPGRADE Yada UPGRADE” 


“l used to get molten lava kicked in my face. 
| was a little girly man, better suited to playing 
with sissy baby dolls than with battle axes. But 
then | mastered the UPGRADE FEATURE in 
BARBARIAN. Now nobody messes with me... 


NOBODY!!!" 


BARBARIAN is a revolutionary new game engineered 
to increase — and maintain — character power and 
ferociousness, fast! In recent head to head field tests, 
even mildly upgraded barbarians crushed their friends 
and foes without mercy. The MASSIVE 1-PLAYER 
QUEST mode - with 10 characters. to choose from and 
literally hundreds of adventures to play — is the perfect 
training ground for customizing your barbarian, 
increasing strength and magic, and winning friends 
and influencing people with pure brute force. But 
wait! There’s more: BARBARIAN also features an 
insane MULTIPLAYER MODE for up to 8 playable 
characters on screen at once, plus totally interactive 
environments, and best of all an exclusive ass-kicking 
“save-your-customized-barbarian-and-take-him- 
anywhere-with-you” formula! 


DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. 














- Gothar of Gundria 





"The 4-player mode is wicked. Now if | 
CHT eee My eM MED M er Cr 
killed | would show you BARBARIAN's 8 

FTE Cm es 


"Here | am getting Medieval on Keela. My 
weapon of choice is usually a tree, or a pillar, 
or my opponent... but you know me, everytime 

I can grab onto something and show off..." 





HST 
— PSE2 Magazine 


oO. Oar 


— Maxim 


* Your actual results may vary, 
Mr. Saggy Breasts. 
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FAC a a eT Rant 


RANDY’S TIP 
OF THE MONTH: 


“Take it from me: analog 
control is definitely the 
way to go. You won't 
believe what a differ- 
ence the full 360 
degrees of movement 
makes over the old eight 
directions of digital 
control. | finally made 
the switch, and now 
they can't call me the 
“diagonal doofus” when 
('m walking around 
town! ff only my Dual 
Shock experiment had 
gone as well...” 


RANDY. 


DPA eee lm ela 
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PSM Letters 
c/o Imagine Media 


Brisbane, CA, 94005 USA 


E-mail: 
psm@imaginemedia.com. 


Hill Drive 


[e 








Harvey W. &. Bushey, hhushey@sympatica.ca 


Send your linkup e-mails to psm@imaginemedia.com, 
with “Link up” in the subject line. 


> Terra Kim, age 12 
Favorite Genres: RPGs, action, 


adventure games 

Favorite Games: FFIX, FFX, Spyro 
RA NLD 

Quote: “Girls are gamers, too!” 
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» Malik Robertson, age 13 
TheBig-G@inorbit.com 

Favorite Genres: RPG, Adventure 
Favorite Games: Shenmue, Halo, 
Virtual-On, Devil May Cry 

Quote: “The best of the best is me” 


#63 OCTOBER 2002 


> Icy, age 15 
Icysephiroth@realjuggalos.com 
Favorite Genres: RPG, Strategy, RPG 
Favorite Games: All FF’s, Lunar1&2, 


Chrono Cross/Trigger... Um, anything that 


(elol=ca Uae 

Quote: “Allow me to extend my hand 
friendship and SHAKE YA @!$%IN’ 
NECK!” —Shaggy 2 Dope 


www.psmonline.com 
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isn’t very comfortable. It does, however, have a 
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| am a huge fan of the Resident Evil Series. When 
| heard that the new games would only be 
coming out on the Gamecube and not PS2, | 
was really mad. Then, when | actually played the 
first RE game on Gamecube, | was furious!!! After 
| played it, | wanted a Gamecube for the sole 
purpose of buying all of the Resident Evil games 
that would be released. Unfortunately, | was 
completely broke. So then | came up with the 
crazy Idea of actually selling my prized PS2 and 
games! Now | have the Gamecube and the new 
RE game, but no PS2. | believe that | have com- 
pletely become a traitor to Sony. But | just can’t 
help it—I love the new RE game. What do you 
think | should do? Get rid of the Cube and go 
buy a new PS2, or just wait until | can get the 
money and then buy another PS2? 

Nate Arsenault, fmfracr287 @yshoo.com 


My friend, I’m afraid that this is a 
decision that only you can make. Just wait 
until Resident Evil Online comes out for 
PS2—your head will just explode :-) 
Remember, though, that the Gamecube is 
the only place that you’re gonna have a 
chance to play REO and RE4, so... crap. 


> Jarrod, age 15 

plchil@aol.com 

Favorite Genres: RPG, Fighting, Action 

Favorite Games: Final Fantasy X, 

Chrono Cross, FF7 Devil May Cry, 

Metal Gear Solid 2, D 

in Quote: “Doesn't matter how you win, 
what matters is how badly the opposi- 
tion's crying!” 








DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 
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THE WATERFAL. 
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CLENCHING 
YOUR HAND 
AROUND MY, 

BRAIN? 


A Let this be a lesson to everyone out there— 
POT ere LC UC MeO Clie 
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he has a little trouble coming back to “reality.” 


‘Rondel 
keeps rie 
locked! jn 

the freezer 
because / 
know his 
secrets. 
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> Preston “SoD” Johnson, age 15 
Son_of_Duo@Yahoo.com 

VON eM CCH 

Favorite Games: FFVII, FFVIII, FFX, 
Vanguard Bandits, Xenogears, 


Chrono Trigger 

Quote: “How do | know ? I'ma 
scientist; now fight my pissed off 
onions!” —Steph P. 








»> Corey Jackson, age 15 
coreyjackson11@yahoo.com 

Favorite Genres: RPG, FPS, ° 
Action/Adventure 

Favorite Games: Final Fantasy Series, 
Metal Gear Solid, Driver 2, Half-life 
Quote: “Somedays the road seems 
an eternity; days like this, it seems all 
too short’ 


In your July issue, | really thought that your 
“Going to the Movies” feature was great. After 
reading it, | am definitely going to get 007 Night 
Fire now. | still have a few questions about the 
Lord of the Rings game, however: 


1. Will each character in Lord of the Rings be 
able to get new weapons, or will they just be able 
to upgrade their existing ones? 


2. Does anyone actually carry the ring, and can 
they lose it in the game? 


3. Are the level bosses that are in the game 
actual characters from the movies, or are they 
just made up for the game? 

Justin Bardahl, grizzlybars@MSN.com 


1. From what I understand, it will be 
a mixture of both. Some of the characters 
will be able to get new weapons but most 
will simply be able to use upgraded versions 
of their standard weapons. 


2. No. Frodo is the ring holder and he 
doesn’t play a major a role in this game. 
He’ll definitely show up from time to time, 
but he won’t be playable (you'll have to use 
the other three characters to protect him). 
And no, you don’t have to worry about 
losing the ring. 


3. The bosses are taken from the movies. I 
reckon that neither New Line Cinema or the 
Tolkien Association would appreciate the 
game developers making up their own 
enemies out of the blue. 


RPGs are starting to really turn turdwise! With 
cel-shading, Final Fantasy's “Active Time Battle’, 
“new battle systems”, “futuristic twists’ and other 
such stuff, all RPGs are becoming a genre of 
their own while at the same time becoming 
absolutely NOTHING fresh and new. You see, my 
favorites consist of the following: FF7 FF4, FF 
Tactics, Phantasy Star 4, and Super Mario RPG, 
because they have classic characters, great sto- 


www.psmonline.com 


> Liz, age 17 

Favorite Genres: RPG, fighting 
Favorite Games: XENOGEARS, Final 
Fantasy Vy VI, VIl, IX, X, and Final 
Fantasy Tactics, Chrono Trigger and 
Chrono Cross, Vagrant Story, Tekken 
Series, Legend of Dragoon 

Quote: “More peace is such a 
(ellnamarele)ieg 
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rylines, orthodox fighting systems or ones that 
aren't overdone, good music, and, for their time, 
great graphics. It’s fine that there are so many 
pioneers making advancements to their field, but 
at the same time we need people to produce 
more classics that a person can stand to play 
through at least three times. | play Mario RPG 
once every year, and FF7 only slightly less! Now 
that FF has sold its soul to the online world, | 
think that some company needs to step forward 
to be the new “RPG Hero” and create a solid 


series of games with boundless sequels that con- § 


centrate on quality instead of the “revolutionary’ 


Caleb Robinson, © ‘ 
pineapple _boy@msn.com a 


ed 


You know Caleb, I keep hearing 
players moaning that RPGs today rely more 
upon graphics and gimmickry than story- 
telling and solid character development, but 
I personally find it to be a bit hypocritical. 

Here’s the thing: everything was new 
once, so it’s simply shortsighted to 
begrudge a game for trying something new. 
In fact, most of the games you list as 
favorites were trying something new back 
when they were released. FF Tactics, for 
example, was a huge departure from the 
series in terms of gameplay, and don’t you 
remember how many diehard fans were 
infuriated by the cyberpunk setting in FF7? 
But history has shown that both were good 
things, not bad. And on the subject of cel- 
shading, I happen to think that it looks far 
more traditional than realistic, FFX-style 
modeling does, so | don’t know exactly 
where you're going with that. 

If you want to talk about battle systems, 
most players will tell you that the Grandia 
games have, hands down, the best battle 
system out there—and it didn’t surface until 
1997. That's two years after Super Mario 
RPG and six years after FF IV, so it’s fairly 
new in the grand scheme of things. Then 
there are Shadow Hearts, Valkyrie Profile, 
and Vagrant Story, all of which added new 
and fresh elements to the mix without per- 
forming sacrilege. And wouldn’t you agree 
that Final Fantasy X’s turn-based system > 


Devil May Cry 









Are RPG folk 
a starting to get a 
7 bit... stale? 





GAMES WE 
WANT TO SEE 


RANDOM ENCOUNTER 
Role-playing enters a 
new dimension! You are 
a monster assigned to a 
random spot on the 
world map. Every minute 
or two, a party of 
adventurers walks by 
your hiding spot and the 
battle begins! Your 
options include “Attack”, 
“Strike”, and “Hit”. In 
the rare event that the 
adventurers actually lose 
the battle, you don't 
actually level up or take 
any of their loot—you 
just sit their waiting for 
the next party to come 
along. You get to carry 
lots of gold coins and 
items, including rare 
magical weapons, but 
you can’t ever use them. 


> Randall K, age 15 

Favorite Genres: Everything the PSM 
Staff-tells me to play. 

Favorite Games: Metal Gear Solid 2: 
Sons Of Liberty, Metal Géar Solid, all 
RMAC including Tactics, 


Quote: “They're tough enough to eat 


nails and ask for seconds’ 
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Whatever happened to Psygnosis, the 
original publisher of the Wipeout series? 
Steve Pappas, 
captainobvious_2002@yshoo.com 





Good question. Back in 1997, 
Psygnosis employed some 800 people, 
spread over multiple studios in Europe 
and the U.S. However, Sony has owned 
the company since back in 1993, and 
over time, the big “S” has simply 
assimilated it. Psygnosis hasn’t died 
out, but it has been sort of selectively 
dissected and reformed into various 
Sony studios. For example, Dropship 
was created by Sony Europe’s Camden 
studio—also known as Psygnosis 
Camden. And Sony’s Studio Liverpool, 
developer of WipEout Fusion? In 
Europe, the studio still uses its original 
name—Psygnosis Liverpool. 


LT 4 


> is more traditional than the meter system 
that the series was using before? 

Also, there are still plenty more solid, tra- 
ditionally-styled RPGs on the way—watch 
for Star Ocean 3, Suikoden III, and 
Growlanser II and III, just to name a few. 
Dragon Warrior VII comes to mind as the 
ultimate example—they just don’t come 
more hardcore and traditional than that. 

So yes, the RPG genre is expanding and 
trying new things and no, innovation 
absolutely should not take the place of 
solid fundamentals (good story, characters, 
music, etc.), but I believe it is a developer’s 
duty to also bring new ideas into the mix. 


| always get excited when one of my favorite 
game series gets made into a movie, but then 
the movie company makes some random movie 
that doesn't follow the game (i.e. Final Fantasy: 
The Spirits Within) and it makes barely any 
money. Personally, | think the movies would do 
much better if they were truer to the games. 
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nyour August 2002 issue, Mr. Bill Donohue makes a 
[-- about someone's addiction to RPGs. This is a 
serious business—especially since it has been publicized 

that a young man has killed himself over his Everquest 
addiction (this is a true story). 

| think that there should eventually have to be some 
kind of counseling service to deal with this illness. 

| find this ironic, especially since in the same issue 
you condone someone going back inside of their 
burning house to save their PlayStation 2 (an equally 
serious mental malady). 
Andres Baca, andy.8@juno.com 


BILL Well, folks, old Andres here is living proof that 
POCA Moe Meee Meals 
America’s kids are being intentionally dumbed down 






RO eC eae UC CMO y 
who would kill themselves, especially over a 
PCF ee Ce em ane CLS TACT M rel 
COTS e MR Ruma lm CRE ihe 
Ome mame 

Secondly, the word ‘condone’ means to pardon or 
overlook. | did not ‘condone’ Mr. Szyndler’s actions; | 
CeCe eM eRe 
running into a burning house to save his PS2. Maybe 
VAC RCRA emt oe 
sensitive Andres, so Ill simplify it for him: ‘Fire bad... 
No run in fire for game... Fire hot... ‘ Got it, Andres? 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@imaginemedia.com, with 
“800-LB. Gorilla” in the Subject Line. 


What do you guys at PSM think about this? 
Auston Montville, 
chronozeo 13 @juno.com 


We'd all like to see game movies 

that are truer to the original material, but a 
balance has to be struck. Resident Evil is a 
good example (albeit a bad movie). Other 
than the fact that it featured zombies, a 
zombie-making virus, and Umbrella Corp, it 
had nothing to do with the story and char- 
acters from the game. However, if you just 
took the game—plot, dialog, and all—and 
condensed it down to two hours, it 
probably wouldn’t have been much better. 

Game movies are always going to attract 
fans of the games first and foremost, so 
maybe the best plan is to keep more of the 
elements fans are familiar with and put 
some really good screenwriters who respect 
the source material on the job. So far, we’ve 
largely had writer-directors who’ve only 
heard about the games or had them briefly 
explained by someone who’s played them. 
Comic books are finally starting to get the 
respect they deserve during production 
(Spider-Man is a great example), so we can 
only hope that games finally will as well. 


| am a professional programmer, and as such, | 
know how lazy programmers can be! 
Programmers are always trying to cut corners, 
but it has to be ones that nobody will notice. 

| just dug up Madden 2002 again, after about 
six months since football season has ended. | 
usually play on “Pro” difficulty, and | have noticed 
that, at times, the computer seems to “force” its 
way into the endzone. | don’t just mean that | 
missed a tackle; what | mean is that their 
runners, including receivers who just caught the 
ball while the DB supposedly covering him was 
drinking a coke on the sideline, seem to have 
superhuman abilities. They can shake off up to 
five would-be tacklers at the time. And if you do 
get lucky and defend a play, the computer then 
resorts to penalties to move the ball. 

Am | just paranoid, or is it possible that they 
have placed this code in there to make it a 
closer game? This subject has probably been 
beaten to death already, but | thought that you 
guys might have some kind of insiders’ perspec- 
tive. It really bothers me, because | don't care if | 
lose, but | really hate it when | know that there's 
absolutely NOTHING that | can do about it. 

Ryan, 
Ryan.Hutchison@acs-inc.com 





WHERE ARE 
THEY NOW? 


PUNKY SKUNK 
Punky’s << 
road to Xz 2 
stardom 

came toa ssa" 
quick end once it was 
discovered that his self- 
titled 1998 PSone game 
stank as much as he did. 

Crushed, Punky spent 
three years living behind 
a dumpster, getting high 
off his own smell. He’d 
charge others for whiffs, 
spending the change on 
occasional Big Macs 
when dumpster dinners 
would make him ill. 

But that’s all in the 
past. Today Punky is a 
high school PE teacher in 
Mount Airy, NC. Still, 
we'll always remember 
his as that lame mascot 
from a crappy game. 


> Marcus, age 20 
maikatana@mechapilot.com 
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swords and/or mecha. 


> DJ Williams, age 16 

DJ. 8888@Hotmail.com 
Favorite Genres: Fighting, Racing, 
FPS, Action/Adventure 


» Steven Dunbar, age 13 
squall7623@yahoo.com 
Favorite Genres: RPG, Sports, 
Action/Adventure 


> Rebecca Dorffner, age 20 
Gaming_Goddess@webtu.net 


Favorite Genres: RPGs, Simulations 
Favorite Games: FF Lunar? & 2 
Quote: “Roll the dice to see if I’m 
Fey=iatiaye Mele a au 


Favorite Games: Castlevania: SOTN, 
Soul Calibur, Chrono Trigger, Super 
Metroid, and‘Armored Core Series 
Quote: “I like my cars like | like my 
women... Japanese” 


(eM eR xe 


a coward’ 
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Favorite Games: Guilty Gear X, Metal 
Gear Solid1-2, Gran Turismo 3 A-Spec, 


Quote: “There are no tears shed for 


Favorite Games: FF7 Grandia, Lunar 
2, Persona 2, Chrono Trigger, GTA3, 
Ug LAP eC 

Quote: “The JACK-ASSES go up the 
DAM to fetch some water” 
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Crank out huge airs like 
10-time World Vert Champ 
Mat Hoffman. 


Ua) Eee) 


BIVX WILL NEVER BE THE SAME... ia EEL Rare co 


Jump on the bus with Mat Hoffman and ten 
other top pros for the ultimate BMX Pn atin 


blowout through eight U.S. cities. Pull ie Pry Ved 
HOC SMOm (cree ee i eesmUs ae) 

the new Trick Tweaking System or RR R O B LLL ng 
keep it on the ground with the only 

BMX game that offers flatland moves. 
Unlock behind-the-scenes video footage 
from Mat’s actual road trip and then snap shots of 
your best tricks for your own photo scrapbook. 


One day on this road trip and you'll know why BMX 
will never be the same. 
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LLTVILELU 4 ™ WIN A TRIP TO MEET. MAT HOFFMAN ON TOUR! 


Go to http://www.activisiono2.com/hoffman.html 
and enter the “Meet Mat” Sweepstakes for your 
chance to win a trip to meet Mat Hoffman on tour and 
other cool prizes. Register today! 





CR MG Le 
in the 02 exclusive PUSH mode. 


Sweepstakes ends 9/20/02. No purchase necessary. Void for Florida 
residents. Go to http://www.activisiono2.com/hoffman.html 








PRODUCTS RANGE FROM mai ny 

EVERYONE to TEEN for the official rules. 
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eye 5 PlayS tatio Nee ein x é GAME BOY ADVANCE ect. ‘AG5 eT ae 
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TODAY'S ARMY 


KICKS MAJOR ASS! {fp 
DO.YOU HAVE WHAT IT Poe 
“TAKES TO FIGHT THE 
* ALIEN MENACE? 


WITH 
THIS KILL 
RATE, I'LL WIN 
THAT B/KE FOR 
SURE! 


Many developers, along with EA, 
have used techniques to keep their games 
as close as possible. Midway was especially 
notorious for this during the NBA Jam era— 
those of you who have played the series 
will understand what I mean. The last part 
of a game would always be a major 
struggle. The CPU-controlled players would 
really put on the heat and sink almost every 
basket, while your ability to score would be 
slightly reduced. Is it fair? Probably not, 
but it makes the game a bit more exciting, 
doesn’t it? Still, these sort of CPU enhance- 
ments are starting to fade away as develop- 
ers really learn to develop realistic playing 
characters. More and more these days, a 
game will beat you because it’s actually 
better than you... not because it cheated. 


I'm 17 and African American. I've been playing 
videogames since | was seven. One thing I've 
noticed in games is how they portray black 
people. They usually talk ghetto, get killed off 
early in the game, and have weird costumes 
(most black characters have on the stereotypical 
“gangster” clothes). For example, in Dead or 
Alive, the only black character has on either a 
street outfit or some goofy alien costume. And 
who can forget Final Fantasy VII's Barret, who 
cursed all the time? What | want to know is if 
Japanese game designers view all black people 
one way? | want to get in the game industry and 
| hope that they won't turn down my game 


> Justin Colley, age 14 
Rabidpanda373@hotmail.com 
Favorite Genres: RACING, 
Action/Adventure and Sports 
(RPGs Truly Suck) 


Favorite Games: Gran Turismo 3, 
MGS2, TMB, GTA3, TMB, Tony Hawk 3 
and Madden 2002 

Quote: “Yeah Baby!” 


FOR TODAY'S 
ARMY! 


OUR 
ENEMY SURE 
LOOKS COOL 
WHILE KILLING 

us! 


> Ty Burris, age 14 
tybo_jonson@yahoo.com 

Favorite Genres: All, but mostly action 
games and sports 

Favorite Games: Metal Gear Solid, 
Tony Hawk Pro Skater1, 2 and 3 (PS2), 
Smackdown], 2 and 3, Syphon Filter 2, 
eRe sl} 

Quote: “Final Fantasy Sucks” 


AN ARMY OF ONE 


AS A PART OF AMERICA'S ELITE, 


YOU CAN EARN... 


>» MONEY TOWARDS COLLEGE 


name) i=1e a1) t ead} 


eA Mle 1) od 
AND COOL-ASS BIKES 
aN a A A Cam aN edo) 


a 


” WELCOME 
TO EARTH, YOu} 
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because the lead character is black! My friends 
that are white even complain about all of this 
stuff. Please respond to this, so that my dream of 
becoming a game developer isn’t spoiled. 
Brandon Brown, 
theonee28602 @yshoo.com 


First of all Brandon, the portrayal of 
black characters in games should have 
NOTHING to do with your chances of 
becoming a game designer. We know plenty 
of African American developers. Go for it! 

As for your concern about the Japanese 
perception of black people, it’s true that 
black characters are often painfully stereo- 
typed in games, but I don’t think that it’s 
malicious. It’s important to remember that 
developers tend to create characters from 
cultures with which they are familiar, and 
Japan simply doesn’t have a great deal of 
racial diversity. I suspect that this is the 
main reason black characters are so often 
reduced to potentially insulting stereo- 
types. Still, more and more positive 
minority characters are showing up these 
days: Virtua Fighter 4’s Vanessa and Tekken 
4’s Christie, for example. 

On a final, ironic note, some of the char- 
acters you mention are actually based upon 
real celebrities: Barret is basically Mr. T, and 
DOA’s Zack is clearly Dennis Rodman, just as 
Bass is obviously Hulk Hogan. Blame those 
guys for being fascinating to the Japanese. 
Truth truly is stranger than fiction. 


124 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE / #63 OCTOBER 2002 / www.psmoniine.com 


> Timo Martinez, age 14 
timo99@comcast.net 

Favorite Genres: Action/Adventure, 
Platform games 

Favorite Games: Sonic the Hedgehog 
Series, Megaman X Series, Devil May 
Cry, Metal Gear Solid 2, & Onimusha 
Quote: “In space, no one can hear 
you scream” 





TECH TALK 


Having just played the S/y Cooper Demo, I’m now more convinced to 
NOT buy the game when it comes out. Sure, the animation was 
excellent, I’m a sucker for cel-shading, the dialog was cute between the 
characters, and the gameplay seemed... okay. However, in my opinion, 
there were several large problems with this demo. First off, the camera 
angles in some places were just downright impossible to negotiate, 
often being blocked by cliff faces or other large and immovable objects. 

However, this frustration was nothing compared to what eventually led 
me to turn the game off and toss the disk in the trash: Not once, not 
twice, but THREE times while exploring a level, | would simply fall 
through an invisible “hole” while walking along, and would be stuck in 
the falling animation endlessly, unable to move or jump back out. | 
could only float to the edges of the hole and swing my weapon. It’s 
acceptable when | get myself killed by an enemy in a game, but it’s 
nothing short of maddening when you are killed by bad programming. 
David Miller Jr., dwmillerjr@Buffalo.com 


What you were playing was an unfinished beta version 
of a game not due out until late September. While I’m sure the 
crew at Sucker Punch worked hard to stomp out as many bugs 
as possible in time for the demo disc, a game that hasn't yet 
passed Sony’s quality assurance testing is bound to have 
glitches. We’ve had the “hole” bug happen to us, but we see 
stuff like that in unfinished games all the time. 


I'd also like to point out that the camera, while also 
unfinished, works fine if you move it around manually from time 
to time. I personally can’t get enough of this game—it’s great! 


> Joseph Mucklow, age 15 
kahrramsus29@yahoo.com 

Favorite Genres: none 

Favorite Games: Shenmue (DC), 
SOMES ANIC Of) AmB Lena Oe) 
[DASA GIOC AUREL AOC LOM CIC NE) 
Theft Auto 3(PS2) 

Quote: “Don't like Sega, and you call 
yourself a hardcore gamer? Pathetic” 




















So mo 


Get ready to come to blows with over 
130 types of enemies hell bent on 
making mincemeat out of you 

and your party. Traverse 8 wild 
elemental lands while discovering 
the depths of the newly tuned vr 
Grandia combat and magic 
systems and tackling 
the most brutal 
Grandia yet. It’s not 
called xtreme 
for nothing. 
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Visit www.esrb.org or 
call 1-800-771-3772 
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Surviving an alien assault. Easy. 


is 


Getting this woman into a hot tub. \# 
Not’so easy. 
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NEXT MONT 


WE ROCK KINGDOM HEARTS 


Square's epic RPG for 2002 is almost here! To celebrate the 
release of Kingdom Hearts, we'll have the inside dirt on every 
hidden secret, cool trick and advanced technique. Just wait 
until you see the return of... Oops, we almost spoiled it! 












THE BIG GAMES COMETH 


As we near the busy Holiday shopping season, the year’s 
biggest titles are heading our way. Next issue, we'll review Sly 
Cooper and TimeSplitters 2, and give our final preview of Tomb 
Raider: Angel of Darkness. You can’t miss these games! 





JEFF CONWAY of Madison, WI is 
the winner of our June Caption 
Contest (you can check out his 
winning caption below). Jeff, your 
PSM Prize Pack is on the way! 


A WRITE A FUNNY CAPTION FOR THIS PICTURE! 


A “Dear Penthouse: I was patrolling 
the halls as usual when...” 





And then, well, we dropped the ball. Due 

to miscommunication between ourselves 
- and other departments, Joe’s cover was 
never printed, and the Jones cover was 
used on the entire run. While that cover 
was amazing, so was Joe's... (sob). 

In other news that month, Dino Crisis 
and the first Sou! Reaver were just hitting 
store shelves, and we continued to hunt 
down every shred of PS2 news. A darn 
good issue, despite our cover fumble. 


Every Final Fantasy cover we've done has 
sold really well, so for FFVIII, we really 
wanted to go all out and do something 
special. So, we contacted two of the very 
top comic book illustrators in the world, 
Joe Madureira and J.G. Jones, to create 
two different covers for the issue. 
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